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ILE RACER KNOWN TO MAN AS YOU FLY DOWN THE 256 cotour, 3-D, POLYGONAL-SHADED LANDSCAPE 
AT SPEEDS WHERE THOUGHT AND ACTION ARE ONE AND MISTAKES ARE PAID FOR IN BLOOD! IF YoU AND YOUR TRACE VEHICLE SURVIVE, USE YOUR BONUS 


POINTS TO MODIFY ITS ARMOUR, FIREPOWER O} 2 €D TO SUIT YOUR STYLE, THEN JACK BACK INTO THe NeT FOR ANOTHER Run! 


In Devta V, A New TYPE OF VIRTUAL REALITY BEEN BROUGHT TO THE PC! 
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2“So chummer, you want to 
know about runnin? 


> “The Net’s the most dangerous 
cyber-dream you'll ever have, 
*cept it’s not a dream. You 
gotta be ruthless and quick, 
huggin’ the lattice like an 
Olthan lungworm on a Borian 
air-grazer. Once you jack in, 
it’s just you and.your Trace. . 

2“Like | always said, Netrunnin’ 
is like a drug, the speed gets © 
you higher than a ’ject of 
Cephilene Blue, but a mistake’ll 
leave you deader than a jacked 
out straighiliner. 

2 “That chum, is as permanent as 

it gets ...” 

2 END 

2 GROTHAN JHIR, ex-Netrunner. 
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: ‘+ Available on: IBM PC AND COMPATIBLES 
a ‘ (VGA, minimum 386/33 processor, minimum memory 640k 
: i ae ¥ Ram, 2Mb EMS” memory Elite! high density disk drive required. 
g ‘ Sonic support: Roland™, SoundBlaster. and Gravis Ultrasound.) 
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Bethesda Softworks and Delta V are trademarks: of Media 
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[ This month’s cover image has 
been provided by The Image 
Bank and shows New York 

| City through the camera lens 
of Mitchell Funk 
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Mm PC really is THE 
| machine of the moment. 
| &@ @ BW Whilst working through 
the halls of the vast Consumer 
Electronics Show in Las Vegas it 
became apparent that the only really 
exciting stuff was being written for high- 
spec PCs and MPCs. Forget the new 
32-bit wonder consoles (all surprisingly 
absent from display), the state-of-the-art 
games of today need all the power that 
a 486DX2 or Pentium can offer. 

If you browse through our extensive 
news coverage this month you’ll find all 
of the latest info on Origin’s forthcoming 
group of wonder-games: Bio Forge, 
System Shock and Wings of Glory. The 
undisputed stars of CES, these games 
are likely to be some of the biggest titles 
of 1994. 

What was interesting to see was the 
number of games which were being 
developed for CD-ROM only. The word 
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from virtually all of the software houses 
out there was that floppy disks would be 
pretty much obsolete by the end of the 
year. Although inevitable, it’s surprising 
to see this event coming quite so soon. 
Modern games just can’t be 
crammed onto a bunch of disks any 
more...if you want the best graphics 
and gameplay with all the trimmings — 
CD is the way ahead. Remember the 
way that 5.25” disks disappeared a 
couple of years ago? No one noticed 
until it happened. Well, it looks as 
though the same process is occurring 
all over again. Oz ON a 
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(Main Image and Left Colum) Bio Forge, 
(Right Column) System Shock — Origin 
Ss 


of the’ single biggest 

announcements and 

previews of the CES was the 
unveiling of Richard Garriott’s new 
interactive movie, as mentioned in last 
month’s news pages. We can now 
reveal that the game is to be called BIO 
FORGE and is an adventure quite similar 
in style to Infogrames’ classic Alone in 
the Dark (the sequel to which is 
reviewed this issue). 

Playing the part of what is described 
by the ORIGIN team as a “synthetic 
actor’, the story behind the ‘movie’ puts 
you in the unusual position of waking up 





with your mind totally erased and half of 
your body replaced with cybernetic 
implants! From here on you have to try 
and discover your identity while 
escaping from the alien prison in which 
you have been imprisoned. 

Graphically the game looks to be by 
far the most impressive thing Origin has 
produced as yet...and that’s saying 
something. All of the locations have 
been generated using 3D Studio, while 
the central character has been built 
using a digital construction of a human 
body — apparently all constructed 
around a digital skeleton and muscle 
system which ensures the most realistic 
animation possible. 


THE WINTER CES IN LAS VEGAS IS ONE OF THE TWO LARGEST CONSUMER 
ELECTRONIC SHOWS IN THE STATES AND IT IS THERE THAT THE BIG RELEASES 
OF THE YEAR ARE PREVIEWED. THIS MONTH PC PLAYER BRINGS YOU ALL 


THE LATEST INFORMATION FROM THE BIGGEST NAMES IN PC GAMING. 


EWS 





As far as size goes, from what 
Garriott and his team were showing at 
CES the game looks to be easily as big 
as Alone in the Dark 2 and incorporates 
all kinds of hi-tech weapons, machinery 
and equipment as well as some superb- 
looking graphical effects. 

Aside from Bio Forge, Origin was 
also displaying the latest creation from 
LOOKING-GLASS TECHNOLOGIES, the 
team responsible for the Ultima 
Underworld games. The new adventure 
named SYSTEM SHOCK is effectively a 
futuristic RPG very” similar to 
Underworld, which features full-screen 
graphics and a rich plot involving 
maniacal computers,  biohazards, 





mutant weirdoes and advanced 
cybernetics. 

Unfortunately, due to the advanced 
nature of both of these new Origin 
games, the team is recommending that 
both are played on either a DX2 ora 
Pentium-based (!!!) system. Maybe it’s 
worth thinking about an upgrade? 
Watch for both games in the late 


summer or autumn of this year. 


» The new game from Novalogic, 

’ ARMOURED FIST, is pretty much 
finished and looks very impressive 
indeed. Using an advanced version of 
the Comanche: Maximum Overkill 
graphics engine, this hi-tech modern 
battlefield simulation puts you in control 
of some seriously hefty hardware — play 
around with M1A2 Abrams, M3 Bradley 
IFV and T-80 or BMP tanks as you go to 





Armoured Fist -Novalogic | 











System Shock - 
Origin 








Mechwarrior 2: The 
Clans — Activision 


war in any one of a number of different 
battle scenarios. 

From what we_- saw _ being 
demonstrated at CES, this looks to be 
extremely impressive. However, like so 
much of the new software being 
announced at the moment, either a DX2 
or a Pentium is recommended to get the 
most out of the game. Watch for more 
details in the next couple of months. 
Armoured Fist will be distributed in the 
UK through US Gold. 


» Activision’s futuristic, Battletech- 


inspired, 3D, robot-blasting 
simulator MECHWARRIOR 2: THE 
CLANS is finally ready, after what seems 
like years of development. Based on the 
virtual reality Battletech centres based 
around the world (of which there are 
now a surprising 25), the game not only 
offers unprecedented 3D combat action, 
but also offers the opportunity to link up 
PCs via a modem or null link-up for 
one-on-one action. 

Featuring some gorgeous 3D 
objects and robots as well as a vast 
array of weaponry, the game looks 
extremely impressive and should be 
well worth checking out when it is 
released on both floppy and CD in the 
first quarter of the year. 


collaboration with 


Steven Spielberg, THE DIG, seems 


LucasArts’ 


few hiccups in the design process (to 


: be back on schedule again after a 


the point where the team allegedly 
ditched everything and started again!). 
Although only small portions of this CD- 
ROM-only product were displayed at 
CES, it was more than apparent that 
this is not only one of the most 
ambitious LucasArts projects, but also 
one of the most impressive in terms of 
story, presentation and interface. 

Set in the year 1998, the game tells 
of a situation where a mile-wide 
asteroid tumbles towards Earth before 
finally establishing an unstable orbit 
about the planet. The basic premise 





behind the adventure is to prevent the 


asteroid from losing its orbit and 
crashing onto the Earth’s surface. 

You play the part of a space shuttle 
commander by the name of Boston Law 
and your mission is to plant a number 
of nuclear devices around the asteroid, 
which when detonated will push the 
rock into a safe orbit. Unfortunately, as 
with most things in life, putting this into 
practice isn’t all that simple. Exploration 
of the asteroid reveals evidence of an 
advanced civilisation and a number 
of unusual machines. One of these 
creations is activated through the 
course of the game and transports 
Boston and his team across the galaxy 
to a distant uncharted planet. Now 
you’re faced with another problem — 
that of getting home. 

Utilising all the features offered by 
CD-ROM, as well as the very latest 
version of the SCUMM interface, The 
Dig could turn out to be a milestone in 
CD-ROM game development. Never 
before has a major movie director been 
so involved in what could be dubbed an 
‘interactive movie’ (there’s that 
expression...again), and if the quality of 
the demos of The Dig are anything to 
go by, | wouldn’t be surprised if we see 
more of this kind of thing from Lucas in 
the future. 

Watch for a summer release date 
on this one. Nothing is confirmed as yet 
and sources at both LucasArts and UK 
distributor US Gold tell us that the 
product is very likely to slip from its 
intended launch date. > 








The Dig — LucasArts} 





OL 39Vd 





PC PLAYER ISSUE FOUR 


Origin was quite possibly the most 
prolific software house at the CES 
this year, with a huge range of new 
games on display. As well as the 
previously mentioned sci-fi adventures, 
the firm is also putting the finishing 
touches to both PACIFIC STRIKE 
(previewed issue three, reviewed next 
month) and the really rather super 
WINGS OF GLORY, the brand-new WWI 
fighter ace simulator which takes 
advantage of the Strike Commander 
graphics engine. 

Featuring all kinds of wondrous 
goodies including weather balloons, 
Zeppelins, numerous different fighters 
and ground installations, the game 
takes advantage of the very latest 
version of Origin’s high-speed 3D 
engine. Gone is the horizon haze of 
Strike Commander — now the graphics 
stretch far into the distance with detailed 
fluffy clouds. 

Although not benefiting from the 
delights of missiles, rockets and radar, 
the planes in Wings of Glory offer a 
form of excitement unlike any other — 
that of close action dogfighting. Expect 
to see the game appearing through EA 
in the summer. 






Wings of Glory - 
Origin 


Set yet again in the maniacal 
toymaker’s mansion (which looks a bit 
different this time around for some 
reason), the game has you searching 
for clues which will help you find the 
whereabouts of a missing newspaper 
reporter. Is the toymaker behind the 
disappearances? 

With more advanced features and 
some thorough enhancements, The 
Eleventh Hour looks like it could be 
considerably more impressive and more 
playable than the original. Watch this 
space for more news. 








One of the surprise thrills of the CES 

this year was a title by the name of 
HARVESTER, which is set to be released 
through Future Vision in the States. 
Produced by esteemed author Gilbert P 
Austin (the chap behind Privateer, Wing 
Commander Il, Strike Commander and 
the forthcoming Wing Commander III — 
oops, let that one slip), the game is a 
graphically stunning RPG/adventure 
game which is possibly the closest thing 
to a horror story | have ever seen ona 
PC or CD-ROM machine. 








eo": sequel to THE 7TH GUEST is 
nigh. Virgin and development team 
Trilobyte are currently putting the 
finishing touches to the new ‘interactive 
drama’, THE ELEVENTH HOUR. 
Featuring yet another two CDs’ worth of 
game code, the new game (which is 
very similar in style to its predecessor) 
incorporates more than an hour of live- 
action video with professional actors 
taking on the roles of the game’s heroes 
and villains. 


The Eleventh Hour — Virgin 


THE 14 HOUR 











Using some gorgeous 3D Studio 
generated visuals, the game follows a 
very Stephen King-esque story-line 
which tells of a small, very typical 
Middle American town called Harvest. 
However, strange things are afoot in this 
sleepy town, and slowly your perception 
of what actually is real and what is 
fantasy starts to blur and you become 
involved in a mysterious psychological 
thriller. 

Harvester really has got the lot — 
horror, Suspense and sex, and is a true 
interactive thriller which is presented 
using a combination of live actors and 
rendered artwork. No UK release date 
or distributor has been set as yet, but 
it's going to be well worth watching out 
for this SVGA CD-ROM extravaganza. 

Prior to Harvester, Future Vision is 
also promising a rather impressive- 
looking sci-fi adventure game simply 
titted STARSHIP. Combining role-playing, 
strategy and resource management, this 
game looks very nice indeed. So nice in 
fact that when it was announced at last 
year’s summer CES it received a 
number of awards for innovation. Let’s 
hope we get to see it in the UK. > 





Starship — Future Vision 
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At the eye of the storm 


PC ZONE - 93% Classic Award >~ 
“Tornado is simply brilliant” ff _ 


PC REVIEW - 9/10 
“A superb simulation” 


STRATEGY PLUS 
“Tornado is a must buy” 



















OPERATION 

DESERT STORM 

TORNADO IBM PE - £19.99 
CD ROM - £49.99 (This product 
IBM PC - £44.99 requires original 
Amiga - £34.99 TORNADO) 


Available from 
leading retail outlets. 
In case of difficulty 
phone: 0276 684959 Co-authors of ‘Tornado Down’ 
“What an excellent simulation! It flies like the real thing.” - Flight Lieutenant John Peters 

| “Qutstanding - as close as you'll get without joining the RAF.” - Flight Lieutenant John Nichol 


200 ft. 600 kts. You lead a formation of six Tornados deep into It's 0100 hours, January 17 1991. Your Tornado squadron 
enemy territory. Terrain following system on. Mission planned has a mission - to obliterate the airfields of Iraq. You're the 
to the last detail. Split second timing for a synchronised only logical choice. 


attack with pin-point accuracy. 

¢ From simulator training to multi-mission campaigns 
¢ Unsurpassed real world detail ¢ 2 player head-to-head 
¢ Laser-guided bombs, JP233, Alarm and more 

® Unequalled authenticity ¢ Night flying & low visibility 


In a few hours time you'll be flying straight through the 
middle of the densest air defences in the Gulf, and in a 
hostile desert landscape there is nowhere to hide. 


Digital Integration Features of Operation Desert Storm 


The special limited edition includes both Tornado and Operation ¢ New flying area, with desert landscape 
Desert Storm add-on scenario (PC & CD ROM). For existing owners ¢ New enemy aircraft and military vehicles 
of Tornado, Operation Desert Storm is available as a seperate item. ¢ 18 new missions, pre-planned for instant action 





Digital Integration Limited, Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GUI5 3AJ. Tel: (0276) 684959 


(Far Right) Starfleet 
Academy - 
Interplay 








(Right) Star Reach, 


seal 2 


Ina feal-Cime 
universe, every move 
Could De your last. 


Interplay has certainly been busy 
over the past few months with 
STONEKEEP virtually complete (and 
VERY impressive it looks too — it really 
plays like a dream), and STAR TREK 
25TH ANNIVERSARY for CD ready to 
hit the shops any day now. However, 
there’s more on the way in the shape of 
STARFLEET ACADEMY, an absolutely 
awesome SVGA CD-based ‘Starship 
Bridge simulator. Only very early 
demos of the product were on show, but 
the attention to detail in the rendered 
3D graphics really has to be seen to be 
believed. Watch for this one around 
Christmas, or maybe later. 

Closer to release is the code-named 
STAR REACH. Interplay is apparently still 
unsure what to call this Master of Orion- 
style, space exploration/conquest game 
and is open to any suggestions which 
people may have. Write to Interplay if 
you have any brilliant ideas — your idea 
might end up being used. 

Finally on the Interplay front is the 
superb, excellent value for money 10TH 
ANNIVERSARY PACK, a compilation of 
Interplay titles celebrating the firm’s 
years in the business. One major title 
has been taken from each year that 
Interplay has been trading and the 
resulting pack is a set which includes: 
MINDSHADOW, BARD’S TALE, TASS 
TIMES IN TONETOWN, WASTELAND, 
DRAGON WARS, BATTLE CHESS, LORD 
OF THE RINGS, CASTLES, STAR TREK: 
25th ANNIVERSARY, and _ finally 
ANOTHER WORLD. Quite an impressive 


line-up really, isn’t it? 


™@) Sierra’s creative brainbox and all- 
® round boss-type person, ROBERTA 
WILLIAMS, is well on the way to 


TART 


= 


THE STARSHIP BRAILIGE SIMLILATOR 


WHERE THE FINAL FRONTIER BEGINS 


completing her first interactive movie- 
style game (good grief, everyone’s at it 
these days), which will be appearing 
much later this year as a SVGA CD- 
ROM-only product. 

Designed with the intention of being 
very mature as far as content goes, the 
game may come as a big surprise to 
fans of Roberta’s previous work. Set in 
a spooky 7th Guest-style house, the 
game utilises rendered 3D visuals and 
live actors to create a spooky 
atmosphere. 

Although nothing is confirmed as 
yet, there are rumours that there could 
well be some ‘name’ actors starring in 
the game. Watch for more news and 
some screen shots in the next couple of 
months. 


The Falcon 3.0 Electronic Battlefield 





something specifically for CD, and the 
result is a high-speed action adventure 
which features stunning rendered 
visuals and an awesome soundtrack. 
Based within the corridors and 
passageways of a vast renegade 
starship, your job is to locate and piece 
together an awesome doomsday 
weapon which is code-named the Iron 
Helix. 

From what we saw of the game, it 
certainly looks very impressive indeed 
and benefits from some clever memory 
and CD management, which means 
that the CD access time throughout the 
gameplay is kept to an absolute 
minimum — resulting in uninterrupted 
high-speed action. Definitely worth 
taking a peek at later this year. > 





series grows still stronger with the | 
addition of HORNET: NAVAL STRIKE 


FIGHTER, an add-on disk which 
provides you with the opportunity to fly a 
US Navy or Marine F/A 18 Hornet 
fighter jet. Not only does the new 
package add a new aircraft to your 
Electronic Battlefield — you now get the 


implementation of carrier take-offs and | 


landings as well as a new theatre of war 

centred in the war-torn areas of Bosnia. 
Hornet is ready for release any day 

now (through Microprose/Spectrum 


Holobyte) and requires either Falcon 3.0 | 


or MiG 29 to run. 





One of the games which a lot of 
people were talking about at.CES 
was the latest CD-based sci-fi game 
from Spectrum Holobyte. IRON HELIX is 
the firm’s first attempt at creating 


Iron Helix - Spectrum Holobyte | 





DOR LY- COMBAT MISSIONS WITH GEN. CHUCK YEAGER IN SIX Birr 
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You're.a starfighter pilot, the best of the best, 

but nothing in your training prepared you for action this hot. 

* See the action from all angles using Wing Commander's player-controlled 
camera. 

* Count on your wingman, a skilled pilot, thanks to the advanced Wing 
Commander artificial intelligence system, but don't get cocky: the enemy 
flies intelligently foo! 


"You ain't seen nothing better... 
super atmosphere...it'll blow your mind". 

RAZE = 93% 

"One of the finest games of all time". 


AMIGA ACTION CEL ppl 


© 1990 Origin Systems Inc. 


Sequel it's the 


to the award- 
winning fantasy role- Greatest Race 
playing game from Course in the World. 
Minderaft. That's why half a million 


At the other end of the world, far across 


the sea of Oshmar, lies the dire 
continent of Gurtex, where the Children 
of Light are preparing a campaign 
against the growing Forces of Darkness. 
But the vile Leaders of Darkness have 
trapped the lost guardians of the Magic - 
Candle in evil candles of their own. 

* Assign tasks to your companions while you and the 
rest of your party continue on the adventure. 

* Intelligent conversation with non-player characters 


who have independent personalities. 
* Automatic mapping and note-taking. 


“An excellent example 
of atrue roleplaying game”. 
-PC REVIEW 


© Mindcraft, Produced under license from 
Electronic Arts Lid. 


spectators are here. That's why 
the world’s best drivers are here. 
That's why you're here. 

The Experience - At 220+ miles 
per hour, your car is more aircraft 
than automobile. Keep all your 
rubber on the track for a 25 mile 
sprint or the full 500. The Race - 
Indy - the most demanding 
competition in mofor sports. 

"It's very, very nice". 

= ZERO HERO 92% 


Game © Electronic Arts Ltd. All Rights Reserved. 
Produced under license from Electronic Arts Lid. 


JOIN THE SQUAD... PLAY Tl 


Push yourself to the limit... 


*50 historic missions from 3 eras 


*Create custom missions and flight aircraft of different eras 


*6 elite fighters to pilot 
*18 enemy aircraft 
*Amateur fo expert skill levels 


"The graphics are superb... 
One of the best flight sims I have ever played". 


PC LEISURE - 5 STARS 


"Exquisite - it's got the right stuff... very nice indeed". 


ACE - TRAILBLAZER 900 


© 1991 ELECTRONIC ARTS. 


CEL DE) 











Journey 
once again to 

Britannia, land of magic and adventure. 

Uncover the mystery of the Gargoyles in this 

exciting sixth episode of the award-winning 

ULTIMA saga. 

Experience Cinematic Storytelling at ifs 

best, with a classically written ULTIMA saga 

of fantasy and myth, illustrated by leading 

graphic artists and animators. 

Step into a fully interactive world where 

everything has a purpose - bells ring, clocks 

fell the time, cannons fire; IF YOU CAN 

TOUCH IT, YOU CAN USE IT! 

* Stunning full colour graphics and vivid 
animations. 

* Captivating original music scores. 

* Immediately begin playing and enjoying. 

* Longferm play value - you may never see 
it alll 


"Excellent gameplay, 
well designed” 

- PC REVIEW 

© Origin Systems Inc. 


English Version contains:- 
Carte de référence et guide 





The 

: only flight 

Simulation to provide 100 

complex missions over four intense 
battle scenarios. 


The only flight simulation to provide // § 


detailed daily war update reports. 


The only flight simulation to present the 


latest in aerodynamic technology 
introducing ECOP cockpits, backwinder 
AAMS, supercruise, stealth and more! 
F-29 is that flight simulation. 
F-29 Retaliafor presents the fastest and 
most detailed graphic environment eve 
seen in a flight simulation. You have 
the choice of two of the world's 
most advanced aircraft - the F-22 ATF 
and F-29. 
"Exhilarating, , thrilling." 
- THE ONE - 95% 

"Simply the best.” 
= C&VG - 96% 
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Sheathe: 
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CHANGE 








As we revealed in last month’s 

news pages, the latest Star Wars 
game from LucasArts, TIE FIGHTER, is 
now virtually finished and should be 
ready to ship sometime around March 
or April. Developed by the same team 
responsible for the utterly brilliant X- 
Wing, the new game places you in the 
role of a young cadet in the Imperial 
Navy. 

Offering very similar scenarios and 
features to its predecessor, the new 
game allows you to fly training missions, 
historical combat or tours of duty in 
either TIE fighters, bombers, 
interceptors or assault gunboats. 
Picking up the story as the rebels move 
away from Hoth, you find yourself under 
the command of both the Lord Darth 
Vader and Vice Admiral Thrawn as you 
are thrust into operational duty against 
the fleeing rebels. 

Offering bitmapped polygons and 
gouraud shading on all 3D objects in 
the simulator, TIE Fighter manages to 
look even better than X-Wing in virtually 
every department, from basic combat to 
the wonderfully drawn cut scenes and 





|Metaltech: Battledrome 3D — Dynamix 




























TIE Fighter — LucasArts| 





cinematic sequences. 


To add the icing to the cake, 
LucasArts is intending to release a 
further two scenario disks after the initial 
launch and these will be very similar in 
style to the recently launched X-Wing 
packs. The supplements will not only 
add new full tours of duty, but also new 


| ships and pieces of equipment. 


Dynamix seems to have a game 

very similar in style to Activision’s 
previously mentioned Mechwarrior 2 in 
the shape of its METALTECH: 
BATTLEDROME 3D combat game. 
Basically a one-on-one (either against 
the computer or linked up to another 
player), robot blast’em game, it makes 
use of Dynamix’s 3D polygon routines 
to make a fast and fluid simulation of 
futuristic warfare. 

Early previews of the game look 
impressive and we'll hopefully be able 
to get hold of some material for a 
preview in next month’s issue of PC 
Player. 


LUCASARTS COMPETITION 


This was a_- very popular 











competition judging from the amount of 
entries we received. Pity that a good 
proportion of our readers thought that 
“pecause they are simply the best” as a 
tie-breaker would win them a prize! 

One guy who did make us laugh 
though, and walks away with every 
LucasArts title in the book, is Paul 
Newsham from Huddersfield, West 
Yorkshire. May you never suffer a 
“banana in disk drive A error,” ever 
again! 

Of the other entries we received, the 
following people also walk away with a 
commemorative LucasArts T-Shirt: 
Cormac Bradley, Limerick, Ireland; 
Michael Goulbourn, Sheffield; Mr P 
Bowery, Harlow, Essex; C J T 
Campbell, Edinburgh; and someone 
who forgot to put their name on their 
entry (Stupid!) but lives at Foxlea 
Cottage, Malmesburg, Wiltshire. 


SAITEK COMPETITION 

It WAS an eye-opener at an Anne 
Summers party, | can tell you! That 
said, it wasn’t the answer we wanted. 
Congratulations to the following people, 
all picked fresh from the PC Player 
competition trolley: Andrew Hasatte, 





gud 


EXPERIENCE AD&D GOTHIC HORROR 
ROLE-PLAYING AT ITS VERY BEST! 


ibistics| Walplemelaciecoyaesicalsenre tele attic: 
most nefarious of all gothic horror char @ 
acters, or you Jl ne pe the terror = 
of the AD&D RAVENL game word! ~ 


e, RAVENLOFT is 


on 256-color VGA 


IGA without the 


RAVENLOFT creatures, and a 
1 character generator will 


Developed 
by Dreamforge 


Ravenloft - SSI 








Newcastle-Upon-Tyne; W 8B _ Toy, 
Helston, Cornwall; Trevor Neale, 
Portchester, Hants; David Francis, 
Frome, Somerset; M Macleod, Ullapool, 
Ross-Shire; Mr P W_ Harwood, 
Fakenham, Norfolk; M Harris, Herne 
Bay, Kent; Mr M A Beverley, Golders 
Green; Mr A _ Ashley, Dronfield 
Woodhouse, Sheffield; N Armitage, 
New Alresford, Hants; J Crookston, 
Burghill, Hereford; and David Martin, 
Palmers Green, London. 

Congratulations to you all. If you 
didn’t win this time, keep trying — you 
may strike it lucky. 


RAVENLOFT is the new AD&D 2nd 

” Edition RPG under development at 

SSI, and it is possibly the firm’s best- 

looking 3D, first-person perspective, 
role-playing game to date. 

Set in a Gothic horror scenario, your 
job in this latest adventure is to unveil 
and destroy Straud, one of the most 
nefarious of all Gothic horror characters. 


Edition } 


wh og for IBM 
May ‘94 


c0-ROM 
available 
April ‘94. 


Clue Book available 
June '94. 





Using hi-res VGA graphics, the game 
manages to convey an_ excellent 
atmosphere in what seems to us to be 
one of the best AD&D games SSI has 
produced so far. Watch for a release of 
this through US Gold in May, with a CD- 
ROM version following shortly after. 
Also on the way from SSI is AL 
QADIM: THE GENIE’S CURSE, a top- 
down scrolling RPG which uses an 
enhanced version of the Dark Sun 
graphics engine. Set in an Arabian- 
inspired land, the game _ features 
sorcery, genies and magic very heavily 
as you play a distinctly Aladdin-esque 
character who must fathom out the 
curse placed upon your family’s genie. 
Our initial reaction to this was that it is 
considerably better than Darksun — it 
only has one central character, the 
graphics are larger and bolder and the 
interface seems to be far more friendly. 
Watch for this in the next month or two. 
Away from the RPG side of things, 
SSI has also announced the imminent 
release of GREAT NAVAL BATTLES Il: 





GUADALCANAL 1942-43. The game is 
a comprehensive WWII sim set in the 
South Pacific, which offers five tactical 
battles, three carrier battles, two 
different campaigns and the ability to 
create your own battles using the inbuilt 
creation utility. Guadalcanal is due to be 
released this month and requires SVGA 
to run. 


.On the ‘rumour-with-a-certain- 

degree-of-substance-but-no-one-is- 
saying-anything’ front, it seems that 
Microprose is all geared up to chuck a 
whole bunch of sequels at us in 1994. 
The first of these seems likely to be, 
wait for it, FORMULA ONE GRAND PRIX 
2, a response to the recent release of 
games such as Papyrus’ superb Indycar 
Racing. 

Also in the pipeline, we hear that 
there are revamped versions of both 
M1 TANK PLATOON and SILENT 
SERVICE, as well as a sequel to 
CIVILIZATION set in the 15th century. 
Let’s hope it all happens. 











Access is yet another software 

house lining up to have a crack at 
this interactive movie lark with its 
forthcoming game UNDER A KILLING 
MOON. Set in post-apocalyptic San 
Francisco, the game casts you as a 
private detective who has to resolve an 
unusual case. 

Starring MARGOT KIDDER (Lois 
Lane from the Superman movies), 
BRIAN KIETH (from Hardcastle and 
McCormick and Parent Trap) and 
RUSSELL MEANS (who was apparently 
in The Last of the Mohicans), it seems 


that Access (and UK distributor US 4 eA 
Gold) has high hopes for this title. Will 


it really be an ‘interactive’ movie 
though? No doubt we'll find out when 
it’s released this summer. 





SPEEDBALL 
8.99 


~ CHAMP MGR 1 
9.99 





F16 FALCON V3.0 
15.49 


F15 STRIKE 3 
15.49 





PREMIER MGR 
12.99 





F1 GRAND PRIX 
16.49 





Space 
cRuSaDe 


ZOOL 
17.49 


SPACE CRUSADE 
14.49 


DL'S GOLF 
15.49 


11.49 











MEGA LO MANIA STREETFIGHTER 2 “WING COMM X WING SYNDICATE PRIVATEER 
17.49 20.49 9.99 30.49 32.49 
IMPORTANT - PLEASE NOTE | MARRIER Juup Jet vrass- . 
: ALL SOFTWARE LISTED IS HIRED GUNS V/286 _. 
H SUPPLIED ON 3.5" DISKS Hise tS Eo 
1€ = CGA (Colour Graphics Adaptor) HUMANS 2 V/286 
'E = EGA (Enhanced Graphics Adaptor) INDIANA JONES BATE OF 
Be ise Wiiteo Gerebies Array) InDy CAR RACING VsseaMB= : 
H =Super VGA INNOCENT V/286 scnsvsssssssss 


1256€ = 256 colour 

|286/386 = Minimum machine requirement 
‘MB = Minimum requirement of RAM 

‘HD = High Density Disks 

|DUAL = Both 3.5" and 5.25" disks included 

1¢ = NEW Item 












































































688 ATTACK SUB E/V/286 . 
A-TRAIN CONSTRUCTION SI 
A-TRAIN E/V/286. 


A320 AIRBUS (USA VERSIO! . 
ACES OF THE PACIFIC V/256C/SV/386 . 
ACES OVER EUROPE V/256C/SV/386 . 
AIR BUCKS E/V/286 ..... 
AIR FORCE COMMAND! 
ALIEN 3 V/286 ... 
ALIEN BREED V/2 
ALONE IN THE DARK 2 vise 
ALONE IN THE DARK H/D V/256C/386 . 
AMERICAN GLADIATORS E/V/286 
AV8B HARRIER ASSAULT V/386/2MB .. 
B17 FLYING FORTRESS V/256C/286 . 
BATMAN RETURNS V/286 . 

BATTLE ISLE 93 V/286 .. 
BATTLE ISLE H/D E/V/286 . 
BATTLEHAWKS 1942 C/E/V/286 . 
BENEATH THE STEEL SKY V/386. 
BETRAYAL AT KRONDOR V/256C/SV/386 . 
BLADE OF DESTINY V/286 .. 
BLOODWYCH C/E/286 . 
BODY BLOWS V/256C/286 . 
BUBBLY DIZZY C/E/V/286 
BURNING RUBBER V/286 
BUZZ ALDRIN INTO SPACE V/256C/286 . 
CAESER DELUXE V/286 

CAR & DRIVER Vi2s6CR368. 
CASTLES 2 E/V/286 .... 
CHAMPIONSHIP MANAGER C/E/V/286 
CHAMPIONSHIP MANAGER 93 UPDATE DISK 
C/ENI386 
CHAMPIONSHIP MANAGER 93/94 C/E/V/386. 
CHESSMASTER 3000 E/V/286 (DUAL) .. 
CIVILISATION V/286 ..... 


CRUISE FOR A CORPSE V/286 . 
CURSE OF ENCHANTIA V/256C/286. 
CYBERRACE V/386/4MB « 
CYBERSPACE V/286 .. 
DARKLANDS V/256C/386. 
DAVID LEADBETTER’S (MICROPROS! 
V/256C/386/2MB . 

DAY OF THE TEN’ 
DETROIT V/286 
DOGFIGHT V/256 
DRACULA V/386... 
DREAMLANDS 
(TRANSARCTICA, STORM MASTER, ISHAR) E/V/286 . 
DREAMWEB V/286.. 

DUNE 2 - BATTLE Ft 
DUNGEON MASTER E/V/286 
DYNA BLASTERS E/V/286 . 
ELITE 2 (FRONTIER) E/V/286 . 
ERIC THE UNREADY E/V/286 . 
EUROPEAN CHAMPIONS E/V/286. 
EYE OF THE BEHOLDER TRILOGY . 
EYE OF THE BEHOLDER (SSI) E/V/2 
F1 (DOMARK) V/286 

F15 STRIKE EAGLE 2 
Fig STRIKE EAGLE 9 v/2sec/a06/3iN 
F16 FALCON V 3.0 V/286/IMB/DOS 5 . 
F19 STEALTH FIGHTER M/CGA/EGAIVGA/286 
F29 RETALIATOR V/286 
FABLES & FIENDS - KYRANDIA 2 V/256C/286 . 
FABLES & FIENDS - 
LEGEND OF KYRANDIA V/256C/286.... 
FANTASTIC WORLDS 

(REALMS, PIRATES, POPULOUS, 
WONDERLAND) E/V/286 .... 

FIELDS OF GLORY V/256C/386/2MB 
FIRST SAMURAI E/V/286 . 
FLASHBACK V/256C/286 . 
FLIGHT SIM TOOL KIT (WINDOWS V3) V/386 
FLIGHT SIMULATOR 5 SV/386/2MB . 
FORGOTTEN CASTLE V/256C/386_ .. 
FORMULA 1 GRAND PRIX V/286 
FREDDY PHARKAS 
FRONTIER PHARMACIST V/256C/SV/386 
FUTURE WARS C/E/V/286 . 

GATEWAY 2 V/256C/286 . 
GENESIA VGA/286... 
GLOBAL DOMINATION V/266. 
GOAL V/286... 
GOBLIINS 2 Vi286. 
GRAHAM GOOCH WORLD CLASS CRICKET V/286. 
GRAND PRIX CIRCUIT E/V/286 . 
GREAT NAVAL BATTLES H/D weber. 
GUNSHIP 2000 V/286... 








INTERNATIONAL RUGBY CHALLENGE V/286 . 
ISHAR 2 - LEGIONS OF CHAOS V/256C/286 . 
JACK NICKLAUS GOLF C/E/286 
JINXTER (M/SCROLLS) E/286 
JURASSIC PARK V/286__..... 
KASPAROV’S GAMBIT V/386 .. 
KGB E/V/286 ......... 
KICK OFF 2 C/E/Vi286 . 
KINGMAKER E/V/286 
KINGS QUEST 1 E/V/286 . 
KNIGHTS OF THE SKY E/V/286 .. 
KRUSTY'S SUPER FUN HOUSE V/286.. 
LANDS OF LORE V/256C/386....... 
LASER SQUAD (ENHANCED) V/286 .. 
LEATHER GODDESSES OF PHOBOS 2 E/V/266 
LEGEND (WORLD OF LEGEND) E/V/286. 
LEGENDS (KRISALIS) V/286 ....... 
LEGENDS OF VALOUR V/256C/286 . 
LEISURE SUIT LARRY 1 E/V/286 
LEISURE SUIT LARRY 6 V/386/2MB + 
LEMMINGS C/E/V/286 (DUAL) . 
LEMMINGS 2 V/286 .s.ssssessess 
























































LINKS (GOLF) (NORM) V/386 . 
LINKS 386 PRO V/386 
LITTIL DEVIL V/256C/386 . 
LOST VIKINGS V/256C/286 .. 
LOTUS 3 - THE FINAL CHALLENGE V/256' 
LURE OF THE TEMPTRESS V/286. 
M & M - DARKSIDE OF XEEN V/281 
M1 TANK PLATOON E/V/286 
MAGIC BOY E/V/286 . 
MAGICLAND Dizzy Ct 
MANCHESTER UNITED C/E/V/286. 
MASTERS OF ORION V/386 « .. 
MAXIMUM OVERKILL V/386/4MI 
MEGA LO MANIA E/V/286_.... 
MIDWINTER CGA/EGA/VGA/28I 
MIG 29 E/V/286 _....seeseseseeres 
MIG29 (NEEDS F16 FALCON V3) 

MIKE DITKA'S FOOTBALL H/D EGA/VGA/286 
MONOPOLY E/V/286 ..... 
MORTAL KOMBAT V/286.. 
NASCAR E/V/286_. 
NEL ‘94 V/256C/386 .. 
NFL FOOTBALL V/386 . 
NHL ICE HOCKEY ‘94 V/386/2MB 
NIGEL MANSELL’S WORLD CHAMPIONSHIP V/286 
ONE STEP BEYOND EGA/VGA/286 
PACIFIC STRIKE V/256C/386/4MB. 
PATRICIAN V/256C/386 .. 
PATRIOT V/286 ........ 
PINBALL DREAMS V/286 .. 
PIRATES GOLD W/256C/386 
PITFIGHTER V/286 .... 
POPULOUS & PROMISED LANDS E/V/281 
POPULOUS & SIM CITY C/E/V/286 .. 
POPULOUS 2 V/286 .....--.-20e00e 
POWER TATICS 

(SHANGHAI 2, SARGON 5, BUSHBUCK, 



































CHESSPLAYER 2150, PICK ‘N’ PILE) C/E/V/286 22.49 
PREMIER MANAGER 2 V/286 .. 9.49 
PREMIER MANAGER V/286. 2.99 
PRINCE OF PERSIA 2 Tae 26.49 
PRINCE OF PERSIA C/E/V/2i 10.49 
PRIVATEER SPEECH ACCESSORY DISK .. 5.49 
PRIVATEER V/256C/386/4MB . 2.49 
PRO TENNIS TOUR 2 E/V/286.. 4.49 
QUEST & GLORY 

(BLOODWYCH, MIDWINTER, 

CADAVER, BAT) C/E/VGA/286 .. 7.49 
RAGS TO RICHES V/286 .... 6.49 
RAILROAD TYCOON DELUXE V/SV/386 5.99 
RAILROAD TYCOON E/V/286 .. 1.49 
RALLY V/386 1. ..ssssssserseeee 3.49 
REACH FOR THE SKIES V/286 . 4.49 
RED BARON H/D V/256C/286 7.49 
RETURN TO ZORK V/286.. 17.99 
REX NEBULAR V/286 4.49 
RICK DANGEROUS C/E/V/286 (DUAL) 49 
RORKE’S DRIFT E/V/286 99 


RULES OF ENGAGEMENT ry EN 
RYDER CUP V/28 
SAM & MAX HIT T: 
SCRABBLE ce GOLD) E/v/286.. 
SEAL TEAM V/386 .. 





SECRET OF MONK! 49 
SECRET OF MONKEY ISLAND E/V/286 AQ 


SENSIBLE SOCCER E/V/286 AS 


SIM ANT V/286 (DUAL) 
SIM CITY DELUXE 
(SIM CITY, FUTURE CITIES & 
TERRAIN EDITOR) E/V/286 .... 
SIMON THE SORCERER V/256 
SLEEPWALKER E/V/286 
SOCCER KID V/386 .. 








RAILROAD TYCOON 








KNIGHTS OF THE SKY —_LINKS (GOLF) 
13.49 12.99 


THE LEGACY 
13.99 


ATRAIN 
13.99 


















S OF MONKEY ISL 
13.49 





LEMMINGS 
14.49 


DOGFIGHT 
11.99 


SPEAR OF DESTINY 





HARRIER JUMP. JET 








JURASSIC PARK DUNE 2 GUNSHIP 2000 GOAL 
23.49 23.99 21.99 13.49 20.99 

SOUP TREK (THE SEARCH FOR STOCK) VGA/286. 
SPACE CRUSADE E/V/286, PC UTI LITY 
SPACE HULK V/386 ..... BBC GARDENERS wor 3D GARDEN DESIGNER ...15.99 
SPACE LEGENDS FUN SCHOOL SPECIAI 
(WING ares case MEGATRAVELLER, PAINT ‘N CREATE EDUCATIONAL ART 
ELITE PLUS) V/28 (5+ YRS) CGA/EGA .. 17.49 
SPACE QUEST5 v2s6Gi386 MAVIS BEACON 2 TYPING TUTOR CGAJEGAIVGA ......25.49 
SPEAR OF DESTINY (Wigtne sel) Meee Cd MICROSOFT MONEY ACCOUNTS PACKAGE. 
SPEEDBALL 2¢ ..... IDEAL FOR SMALL BUSINESS OR HOME USE, 
SPORTS MASTERS WINDOWS REQ’D... +1187,49 
(PGA GOLF, INDY 500, ADVANTAGE TENNIS, MICROSOFT WORKS V.3 DOS 
EUROPEAN CHAMPIONSHIP’S 1992) E/V/286 {A POWERFUL BUSINESS TOOL INCLUDING A 
STAR CONTROL 2 E/V/286 ... DATABASE FOR INSTANT REPORTS, 
STAR TREK - 25TH ANNIVERSARY E/V/256C/286 SPREADSHEETS AND CHARTING (31 CHART TYPES), 
STAR TREK 2 - JUDGEMENT RITES V/256C/386 WORD PROCESSOR WITH 120,000 WORD 
STAR WARS CHESS V/286 SPELL CHECKER, A THESAURUS WITH OVER 
STARLORD V/386 ...... 190,000 SYNONYMS AND A DRAWING FUNCTION) ...111.99 
STREETFIGHTER 2 E/V/286 MINI OFFICE PERSONAL 
STRIKE COMMANDER V/256C/386/4MB (SUGGESTED FOR SMALL BUSINESSES 
STRIKE COMMANDER DATA DISK V/256C/386/4MB OR HOME USE, INCLUDES WORD PROCESSOR 
STRIKE COMMANDER SPEECH ACCESSORY WITH 50,000 WORD SPELL CHECKER, DATABASE, 
V/256C/386/4MB .. SPREADSHEET WITH MORE THAN 50 FUNCTIONS 
STRONGHOLD V/386 AND LABEL PRINTER,). .. +6 26,49 





3.99 
STUART PEARCE’S SOCCER SELECTION’S (KICK oF 2, 
MICROPROSE SOCCER, MANCHESTER UNITED, 















SUMMER CHALLENGE E/V/286 
SUPER CAULDRON V/286 .. 
SYNDICATE DATA DISK Wias6cisbe/aMe 
SYNDICATE V/256C/386/4MI 
T2 (COIN OP) V/386 ...... 
TASK FORCE 1942 V/386/2MB. 
TEAM SUZUKI C/E/V/286 ..... 
TERMINATOR RAMPAGE V/286 + 
TFX V/386 ... 
THE BLUE & 
THE LEGACY V/256C/386_.. 
THE LOST FILES OF SHERL( 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 
ADVENTURES) C/E/V/286 (DUAL) ... 
THE LOST TREASURES OF INFOCOM. 
(11 CLASSIC INFOCOM TEXT ADVENTURES) ORCL E 7. fe 
THE SETTLERS E/V/286 . 
THE SUMMONING E/V/286_ 
TORNADO V/386... 
ULTIMA 6 E/V/286 
ULTIMA 7 E/V/286 
ULTIMA 7 PART 2 - 

THE SERPENT ISLE V/256C/386/4MB_ 
ULTIMA TRILOGY 2 (ULTIMA 4, 5, 6) V/256C/286 
ULTIMA UNDERWORLD 2 V/256C/386/4MB 
ULTIMA UNDERWORLD V/256C/386/4MB 


















WARLORDS 2 V/386. 26.49 
WHEN TWO WORLDS WAR E/V/2! 23.99 
WILSON GOLF V/286......... 18.99 
WING COMMANDER 1 V/286. 9.99 





esa A ali 2+ SPEECH ACCESSORY PACK 
WING COMMANDER 2 DATA DISKS 1+2 V/386/2MB 
WING COMMANDER ACADEMY V/256C/386/2MB. 
WIZARDRY 6- 

BANE OF THE COSMIC FORGE C/E/V/286 ..............+-++ 
WIZARDRY 7 - 

CRUSADERS OF THE DARK SAVANT E/V/286 
WWF WRESTLING 2 E/V/286 .............. 
X-WING DATA DISK (B-WING) V/256C/286 « i 
X-WING DATA DISK (IMPERIAL PURSUIT) V/256C/386 184s 
X-WING V/256C/286 
XMAS LEMMINGS 
ZOOL V/286 ..... 


ADI FRENCH (11-12 YRS) CGA/EGA/VGA (DUAL) 
ADI JUNIOR READING (4-5 YRS) CGA/EGA/VGA 
FLYING FINGERS KEYBOARD TUTOR 
FUN SCHOOL 2 (2-6) C/E/286 
FUN SCHOOL 2 (6-8) C/E/286 
FUN SCHOOL 2 (8+) C/E/286 
FUN SCHOOL 3 (5-7 YRS) CGA/EGA/VGA 
FUN SCHOOL 4 (2-5 YRS) CGA/EGA/VGA 
FUN SCHOOL 4 (5-7 YRS) CGA/EGA/VGA 
FUN SCHOOL 4 (7+ YRS) CGA/EGA/VGA 
FUN SCHOOL SPECIAL - 

MERLIN’S MATHS (7-11 YRS) CGA/EGA/VGA 
FUN SCHOOL SPECIAL - 

PAINT ‘N CREATE EDUCATIONAL ART 

(5+ YRS) CGA/EGA 
MARIO IS MISSING 
EXCELLENT GEOGRAPHY EDUCATIONAL 
GAME FOR ALL AGE GROUPS. 
MAVIS BEACON 2 TYPING TUT! 
MICRO ENGLISH 

(8 YRS TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGA/EGAIVGA.. 
MICRO FRENCH 

(BEGINNER TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGAJEGA/VGA... 
MICRO MATHS 

(11 YRS TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGAJEGAIVGA............2--+- 17.99 
MICRO SPANISH 

(BEGINNER TO GCSE, CONFORMS TO 

NATIONAL CURRICULUM) 
NODDY'’S BIG ADVENTURE 

(FOLLOW UP TO NODDY’S PLAYTIME) .......-.s+eecreceree 21.49 
NODDY’S PLAYTIME 

(EDUCATIONAL PROGRAM FOR 

































CHILDREN AGED 3+) EGA/VGA  ........sessereessesseesereoee 21.49 
STORYBOOK WEAVER 

(EDUCATIONAL AND CREATIVE WRITING TOOL 

USING PICTURES, SOUNDS AND SONGS) ...........0..+ 17.99 





PRINT SHOP DELUXE. 
EXCELLENT PRINT ENHANCER GIVES SUPERB 
QUALITY PRINTING RESULTS. ALLOWS aE ARS: 
GREETING CARDS ETC TO BE PRINTED . 39,99 
RAVE! FOR WINDOWS. 

EXCELLENT VALUE MUSIC AND MIDI 

SEQUENCER SOFTWARE PACKAGE. 
SUPERJAM FOR WINDOWS ... 
VISTA PRO VERSION 3 
(LANDSCAPE SCENERY GENERATOR) .. 


CD ROM SOFTWARE 


7TH GUEST VGA 256 COL 
(GRAPHIC HORROR MYSTERY) 
ANIMALS. 

GUIDE TO SAN DIEGO ZOO 
AND LOTS OF DIFFERENT ANIMALS 
BATTLES OF TIME 

(PERFECT GENERAL, BATTLE ISLE, 
FIRST SAMURAI, MEGA LO MANIA). 
DAY OF THE TENTICLE ... 
DINOSOURS - THE MULTIM! 
DISTANT SUNS FOR WINDOWS 
(DESKTOP PLANETARIUM) 
DRACULA UNLEASHED 
DUNE 


EN-COR 
(HEIMDALL, THUNDERHAWK, 
CURSE OF ENCHANTIA) (1 MEG)... 
GOLDEN 7 

(LEISURE SUIT LARRY 5, HEART OF CHINA, 
RED BARON, KINGS QUEST 5 

GREAT COURTS 2, SHANGHAI 2, SARGON 5) .. 
HIT FOR SIX Vi 

(Fig STEALTH, TITUS THE FOX, 

GRAND PRIX MASTER, SATAN, 

CHICAGO 90, STARGOOSE) .... 
HIT FOR SIX V2 

(F15 2, BLUES BROTHERS, HAMMER BOY, 


































++619.99 





HIGHWAY PATROL 2, HOT SHOT, EYE OF HORUS) ...19.99 
HIT FOR SIX V3 

(GUNSHIP, CRAZY CARS 3, MEGAPHOENIX, 

AIRBALL, ARCHIPELAGOS, STARRAY)... «19,99 





HIT FOR SIX V4 
(M1 TANK, F14 TOMCAT, BATTLETECH, 
SLOTS & CARDS, SORYILS, PENTYS) 
HIT FOR SIX V5 

(KNIGHTS OF THE SKY, BATTLETECH 2, 
GHOSTBUSTERS 2, MONDU’S FIGHT PALACE, 
TIME BANDIT, FLASHY CARS) 
IRON HELIX... 
KINGS QUEST 5 
KINGS QUEST 6 
LAURA BOW 2 
LEGEND OF KYRANDIA VGA 256 COL 
LEISURE SUIT LARRY 6 
MAD DOG MCCREE ... 
MICROPROSE COLLECTION 

(MIDWINTER, GUNSHIP, 3D POOL, MICROPROSE 
SOCCER, RICK DANGEROUS, SAVAGE) 
REBEL ASSAULT V/386/2MB 
RETURN OF ZORK 
RINGWORLD ... 
SPACE QUEST 4 
STAR TREK - 25TH ANNIVERSARY 
THE KGB & CIA WORLD FACT BOOK 
TRIPLE ACTION Vi 

(F14 TOMCAT, HAMMER BOY, FLASHY CARS) .. 
TRIPLE ACTION V2 
(BATTLETECH 2, MEGAPHOENIX, SCRYILS) ... 
TRIPLE ACTION V3 
(TITUS THE FOX, GHOSTBUSTERS 2, TARGHAN) 
TRIPLE ACTION V4 

(BLUES BROTHERS, SATAN, MAYA) 
TRIPLE ACTION V5 

(CRAZY CARS THREE, BATTLETECH, 
GRAND PRIX MASTER) 
ULTIMA 1-6 
WING COMM. 
(WITH SECRET MISSIONS) .... 
WING COMMANDER 2 WITH 
AND ULTIMA UNDERWORLD VGA 256 COL 
WING COMMANDER AND ULTIMA6 .. 

























SOUND CARDS 


SOUND BLASTER V.2 SOUND BOARD 
FOR PC WITH INBUILT ANALOGUE (15 
PIN) JOYSTICK PORT, MIDI INTERFACE 
AND CD AUDIO INPUT SOCKETS. 
COMPLETE WITH SOFTWARE BUNDLE 
INCLUDING LEMMINGS, INDY 500, 
ORGAN AND TALKING PARROT. 1 YEAR 
WARRANTY.NEW LOWER PRICE 
64.99 


QUICKSHOT PC STARTER PACK WITH 
SOUND BLASTER 11 VOICE 
MUSIC/DIGITISED VOICE/MIDI SOUND 
BOARD WITH INBUILT ANALOGUE (15 
PIN) JOYSTICK PORT, QS123 WARRIOR 5 
JOYSTICK AND MATCHING IVORY 
COLOUR SPEAKERS. 64.99 


SOUND SENSE SOUND BOARD FOR PC. 
COMPATIBLE WITH SOUNDBLASTER V.2 
AND ADLIB CARDS. 
COMPLETE WITH HIGH QUALITY 
SPEAKERS, BUILT IN MIDI INTERFACE 
AND CD AUDIO INPUT SOCKETS. FREE 
ZOOL, AV8B HARRIER ASSAULT AND 
INDIANA JONES GAMES. 
1 YEAR WARRANTY. 

96.99 


SOUND BLASTER PRO PLUS SOUND BOARD FOR PC 
INCLUDES CD-ROM INTERFACE, MIDI INTERFACE, DIGITAL & 
ANALOGUE MIXER, AMPLIFIER AND SOFTWARE. 

NEW LOWER PRICE 


GRAVIS ULTRASOUND 16 BIT SOUND CARD FOR PC. 

COMPATIBLE WITH ADLIB AND SOUNDBLASTER. 

CD QUALITY SOUND, 3D HOLOGRAPHIC SOUND CAPABILITY, FULL MIDI 
SUPPORT, WINDOWS SUPPORT, JOYSTICK PORT, 4 SOUND UTILITIES. 
SUITS 386 OR ABOVE 165.99 


142.99 


HARD DRIVES 


WESTERN DIGITAL HARD DRIVES 

FOR PC(INTERNAL IDE, MODEL AC2250). 
VERY HIGH SPEED 3.5" DRIVE, 1" HIGH, 
12 MS ACCESS TIME GIVING A TRANSFER 
RATE OF APPROX 1.5MB PER SECOND. 
THREE YEAR WARRANTY 


WESTERN DIGITAL 
250MB HARD DRIVE 32K CACHE . +++199.99 
WESTERN DIGITAL 


340MB HARD DRIVE 128K CACHE............ s100001269.99 


CD ROM DRIVES 


These multisession CD ROM drives are compatible with the Kodak Photo 
CDs, CD ROM games and will also play normal audio CDs. They are to 
MPC standards which mean they are compatible with all PC Soundcards. 
CDs can store up to 600 MB of data, making them the ideal media for 
games that have a large memory requirement, CD ROM games can offer 
fabulous graphics, sound and vast gameplay. 


MITSUMI OU005S INTERNAL CD ROM DRIVE FOR IBM PC. 

SLOTS INTO SPARE DRIVE BAY OF PC TO ALLOW USE OF 

CD ROM SOFTWARE. INTERFACE INCLUDED. 

EXCELLENT VALUE FOR MONEY CD ROM DRIVE. ..........45 o+e000 159.99 
PANASONIC CR562B INTERNAL CD ROM DRIVE FOR PC. 

HIGH SPEED 320MSEC ACCESS, 300KB/SEC DOUBLE 

SPEED DATA TRANSFER RATE, INTERFACE INCLUDED, 

CD ROM XA & MULTISESSION COMPATIBLE. 5.25” HALF 

HEIGHT DESIGN. AUTOLOADING CD TRAY 


PHILIPS CDD462 EXTERNAL CD ROM DRIVE 





COMMODORE 1940 
MONITOR FOR PC 


SUPPORTS SVGA . 0.39” DOT PITCH, 
14” DISPLAY, BUILT IN STEREO 
SPEAKERS FOR QUALITY SOUND. 
PC LEAD WITH AMIGA ADAPTOR 
INCLUDED. 

OFFICIAL UK VERSION 


284.99 








AMSTRAD MEGA PC 386 1/40 


WITH VGA MONITOR AND BUILT IN MEGADRIVE. 25MHz 386 
PC, 14" COLOUR VGA MONITOR, 40MB HARD DRIVE, 1 MEG 
RAM, 1 YEAR ON-SITE WARRANTY, DOS 5, ANALOGUE 
JOYSTICK, ADLIB SOUNDCARD, SPEAKERS, MOUSE & 
CONTROL RAD) iivacctsrstencteacessccesnsatesacessssnasariiansaten Od 00) 







PC MICE 


DATALUX MOUSE FOR PC 
(400 DPI, CLEAR DESIGN) 
17.49 


LEGEND TRACKBALL FOR PC. 

REPLACES STANDARD MOUSE 

. FOR ALL MOUSE BASED 

OPERATIONS, COMFORTABLE, ERGONOMIC FEEL. 
SUITED MAINLY TO RIGHT HANDED USERS. 

25.99 


TROJAN LIGHT PEN FOR PC (COMPATIBLE WITH 286 
OR ABOVE, NOT MICROCHANNEL) WORKS WITH 
MOST WINDOWS AND DOS APPLICATIONS. 
EXCELLENT FOR DESIGN AND EDUCATIONAL USE 
89.99 





We onl Supply official UK products. Official suppliers of 
all leading brands. We sell games and peripherals all at 
amazing prices for Megadrive, Master System, Game. 
Gear, Super NES, Gameboy NES, Lynx, Amiga, Atari 
ST, PC, CD ROM and Apple Mac. And we sell T-shirts 

fe and cuddly toys! 
Special Reserve Club Shops at The Maltings, 
Sawbridgeworth, Herts & 
at 43 Broomfield Road, Chelmsford, Essex. 
Club Shops open 10am til 8pm seven days a week! 


PC JOYSTICKS 


| CH FLIGHT STICK ANALOGUE JOYSTICK FOR 
PC(15PIN) 34.99 


| 
FREEWHEEL 
STEERING WHEEL 
(ANALOGUE 15-PIN) 
al FOR PC. USE IT 
wn! INSTEAD OF A 
JOYSTICK. SUITS 
MOST DRIVING GAMES 
29.99 


GRAVIS 

ADVANCED GAME PAD FOR PC 
(15 PIN) 

20.49 f 


GRAVIS 

ANALOGUE 

JOYSTICK FOR PC (15 PIN) 
29.99 


KONIX SPEEDKING 
FOR PC WITH 
AUTOFIRE (DIGITAL, 
15 PIN) 

12.99 


LOGIC 3 PINTO 
JOYSTICK FOR PC 
(AUTOFIRE, 15 PIN) 
17.99 


LOGIC 3 QUATRO 
JOYSTICK FOR PC 
(AUTOFIRE & 
SLOW MOTION, 

15 PIN) 

17.98 


QUICKJOY SPEED 
RAIDER JOYSTICK 
FOR PC 
(AUTOFIRE, 15 PIN) 
13.99 


QUICKJOY TOPSTAR 
JOYSTICK FOR PC (AUTOFIRE, 15 PIN) 
17.99 


QUICKSHOT 123 
WARRIOR 5 PC 
ANALOGUE JOYSTICK 
(15 PIN) 

11.99 


SAITEK MEGAGRIP 3 
PC ANALOGUE 
JOYSTICK (AUTOFIRE, 
15 PIN) 

12.99 


SAITEK MEGASTICK 3 
PC DIGITAL 
JOYSTICK. (15 PIN) 
8.99 


SUNCOM ANALOGUE 
EXTRA JOYSTICK FOR 
PC (15 PIN) 

24.99 


SUNCOM FX2000 

ANALOGUE JOYSTICK 

FOR PC (AUTOFIRE, 15 

PIN) WITH SWITCHABLE FIRE BUTTONS. 
24.99 


_ SUNCOM G FORCE YOKE ANALOGUE PC 

_ JOYSTICK (15 PIN). RESPONSIVE CONTROL 
STICK SUITABLE FOR i 
USE WITH DRIVING 
GAMES AND FLIGHT 
SIMS. 
59.99 


HAWK JUNIOR 

ANALOGUE JOYSTICK 

FOR IBM PC. AUTO CENTERING, TURBO FIRE 
9.99 


DISKS & DISK BOXES 


10 PACK GOLDSTAR 5.25” DSDD DISKS (96 TPI, 720K) 
10 PACK GOLDSTAR 5.25” HD DISKS (1.2 MB) 


PACK OF 10 VERBATIM DSDD 3.5” DISKS 
WITH LABELS (BRANDED) .... 
PACK OF 10 TDK MF-2DD 3.5” DISKS (DSDD BRANDED) 

PACK OF 50 SONY DSDD 3.5” DISKS WITH LABELS... 


PACK OF 10 SONY HIGH DENSITY 3.5” DISKS WITH 

LABELS AND FREE PLASTIC FLIP TOP DISK BOX .....-..sccseeseree ot 
PACK OF 10 TDK MF-2HD 3.5” DISKS 

(HIGH DENSITY BRANDED) 
PACK OF 50 SONY HD 3.5” DISKS WITH LABELS 


BANX DISK BOX 3.5” (80) STACKABLE .......... soneves: 
DELUXE DISK BOX 3.5” (80), LOCKABLE, DIVIDERS 
DISK BOX 3.5” (120) LOCKABLE, DIVIDERS ....... 
DISK BOX 3.5” PLASTIC FLIP TOP (10 CAPACITY) 














Special Retowe members ca have all this.. can YOU? 
“READ "NRG' Regular Club Magazine 
=" (CHOOSE from our Huge Selection 
—= BUY at Best Possible Prices 


~% SAVE with our Special Deals 

~% SAVE more with our XS Coupons 

WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 


1. The best selection of games, peripherals and hardware for all 

popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase can save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 

. FREE-to-enter BIG TARGET COMPETITIONS. With currently 
up to £10,000 worth in every issue of NRG, exclusive to members. 


That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


Open 10am til 8pm Seven Days a Week. 
Order/Confirmation/Receipt sent for every order. 
You can also Fax your order to us on: 0279 726842 
We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 


check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK 


Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 


All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 


TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 


UK MEMBERS 4.00 7.00 14.00 


OVERSEAS EC MEMBERS 6,00 9.00 18.00 
OVERSEAS WORLD MEMBERS 7.00 11,00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 
| (PLEASE PRINT IN BLOCK CAPITALS) RISE 


1 
1 Name. 











Postcode 





hone Machine. 





PI 
Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 





item 





item 





item 





item 








ALL PRICES INCLUDE UK POSTAGE & VAT |£ 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No. ) 








1 Card 
: expiry date. Signature 


| Cheques payable to: SPECIAL RESERVE 
1 P.O. BOX 847, HARLOW, CM21 9PH 


' Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 

U 25%. Hardware items supplied to UK mainland only. 

! Overseas orders must be paid by credit card. 


Me es 











fad f- FORGET ALIEN INVADERS, CLIMB OUT OF THAT COCKPIT 


_ “FOR A-MINUTE AND PUT DOWN THAT SPELLBOOK - WHY 


* wee 


‘ee ~ NOT-TRY. SOMETHING DIFFERENT? PC PLAYER TAKES THE 
"10 BEST EXAMPLES OF THE SIM GENRE AND RUNS THEM 


TEST ASSAULT COURSE. 





PRODUCT 


Railroad Tycoon Deluxe 


SOFTWARE HOUSE 


Microprose 


£39.99 or £20 with RRT original 


REQUIREMENTS 
640k RAM, 386, VGA, Mouse 


SUPPORTS 


Soundblaster, AdLib, Roland, 
Pro Audio Spectrum, Covox Sound Cards 





Microprose’s Railroad Tycoon 
takes a nostalgic trip into the 
depths of the 19th century. Rather 
than create a population 
explosion, this railroad simulation 
allows you to exploit the boom in 
industry and commerce for your 
own gain. By first choosing a 
period in time (from the early 
1800s to the latter quarter of the 
19th century) and a location 
within one of the four available 





That’s you, that is. The high-res VGA 
graphics of Railroad Tycoon create an 
atmospheric 19th century setting, 
which is good, seeing as the game is 
based in the 1800s! 


continents you can then begin to 
attract all manner of drunks and 
dossers by building your own 
stations and interconnecting rail 
links throughout the unspoilt 
countryside — who cares about 
the environment; this is the 19th 
century! 

Getting started is a complex 
operation. Terminals, stations and 
depots are the primary concern, 
then the tracks are laid to 
connecting stations. Building a 
train in your machine shop is the 
next step. To begin with (and 
depending on your chosen period 
in time) your trains will be pretty 
basic in design, but as you 
progress and new trains are 
invented you will be able to pull 
bigger and heavier loads. 

Different towns and cities 
have varying needs and your 
main concern is to supply them 
with the relevant commodities 
and in good time. If your town 
needs wood then you will need to 
locate a nearby wood mill with 
which to link up to. Commuters, 
coal, a totem pole — if you can 
shift it you can reap the profits. 

Railroad Tycoon is an 
extremely involving game, but, as 
with most games of this type, 
perseverance certainly reaps 
rewards. 





: Sending your creations into battle is 
: the aim of Unnatural Selection. If your 
: Creatures can outclass the opposition 
: in terms of ferocity then you should be 
: well on your way to success 


pLECHION 


PRODUCT 


Unnatural Selection 


SOFTWARE HOUSE 


Maxis/Mindscape 


REQUIREMENTS 
2Mb RAM, 386, VGA, Mouse 


SUPPORTS 
Soundblaster, AdLib Sound Cards 





: Playing the part of a genetic 

i scientist that must attempt to rid a 
: number of islands of genetically 

: engineered creatures, Unnatural 

: Selection is a slight departure 

: from what Maxis is normally 

: associated with. It still retains the 

: open-ended architecture that its 

: other games (Sim City, Sim Life et 
al) have, but the subject matter is 

: something a little different. 


Everything takes place 


i around a piece of technology 





SUPER TEST 





called the Digilife AL-2000; a 
machine that can create and 
change artificially generated 
creatures going by the name of 
theroids. It’s up to you to create, 
interbreed and generally mix up 
the hotch-potch of genes that go 
to make up life and try to produce 
the best fighting force that it is 
possible to produce. After doing 
that, send your genetic warriors 
into battle on one of the islands 
and hope that they can see off the 
enemy theroids. 

Unnatural Selection is a 
clever game that produces 
something different due to its 
diverse subject matter. It is a little 
tricky to get into at first but, like 
most of these games, 
perseverance pays off and you are 
soon caught up in the genetic 
battle. The one thing that lets it 
down is that you feel you have too 
little control over what happens 
when you land your troops on the 
island. The words ‘hit and miss’ 
seem apt at this point. Still, the 
breeding part of the game is a lot 
of fun, and to some extent 
educational. How many games 
can boast that nowadays, eh! 








Unnatural 
Selection does 
feature some 
great claymation 
animation which 
is the technique 
made popular by 
famous UK 
animation house; 
Aardmann 
Animations who 
are the people 
behind the 
stunning ‘Wrong 
Trousers’ as seen 
on TV over 
Christmas 


the word 
sim and 
what do 


you think of? Well, the name Maxis 
immediately springs to mind, but 
although Maxis and the sim series of 
games have become synonymous over 
the years, there are other developers 
taking to creation rather than 
destruction. 

Creating your very own, pixelated 
environment has caught on in a big way 
and there are plenty of products out 
there just waiting to engross the patient 
games player. Cities, farms, railroads 
and even whole civilisations can be built 
at the click of a mouse button these 
days and all you need is the right 
software and a little bit of imagination to 
get started. 

Most of the games featured in this 
Super Test offer complete control of 
your resources. The player usually 
begins with a limited set of tools with 
which to build on, and as experiences 
(and sometimes finances) grow so does 


the scope of the game. You see, that’s 
the beauty of the sim — you start with 
nothing (and after a couple of tries may 
still have nothing!) but with 
perseverance you can conquer the 
world. 

It’s just like painting a picture — it 
may take hours of painstaking work, but 
when everything begins to fall into place 
you can then stand back and admire 
your creation with pride. Now that’s 
what | call satisfaction. 


PRESENTATION 


A-TRAIN kkk kk 
CIVILIZATION kkk 
POPULOUS Il Kok 
RAILROAD TYCOON kkk 
SIM ANT took 
SIM CITY Kk 
SIM EARTH kk 
SIM FARM kikk 
SIM LIFE kk 
UNNATURAL SELECTION tok 


’ Unfortunately, the far- 
_ reaching scope of Sim 
Earth is overshadowed 
| by some pretty dodgy 
presentation. Take a 
g look at this screen 
here; has the game 
crashed? 










A-Train looks good...it looks damn 
good. The clear, high-res VGA display 
provides easy access to the many well- 


designed pull-down menus. As 
mentioned in the game outline, the 
isometric landscape graphics make for 
exciting viewing. 

Sims Ant, City, Farm and Life all 
look very similar, especially the 
Windows versions. They are all as clear 
as they need to be and although the 
presence of too many on-screen 
windows may sometimes look unsightly, 
you can remedy this by closing a few! > 





PAGE 19 


O@ 19Vd 


PC PLAYER ISSUE FOUR 





PRODUCT 


Sim Earth 


SOFTWARE HOUSE 
Maxis/Ocean 


REQUIREMENTS 
640k RAM, 286, EGA/VGA 





SUPPORTS 


Soundblaster, Msound, Tandy Sound Cards, 
Mouse, Printer 


In the beginning 
there was 
life...single- 
celled sea 
Creatures are the 
starting point in 
Sim Earth. You 
then go on to build 
up to amphibians, 
reptiles and 
ultimately 
mammals 


Visually the poorest of the bunch, 
Sim Earth is a Focus-reader’s 
dream. From the creation of a 
planet to the founding of 
civilisations, Sim Earth offers a 
diverse approach to the whole 
‘creation’ theme. Inspired by 
James Lovelock’s Gaia 
hypothesis, Sim Earth simulates 
the Earth as a single living 


“fasion ici £48: HEL Fea 











organism. 

To begin with you are asked 
to choose a scenario in the shape 
of either a known planet from the 
solar system or an alternative 
with random terrain. As your 
newly created planet grows, life 
spreads throughout its oceans 
and land masses come and go as 
continents drift over the boiling 
magma crust. Controlling lava 
flows and placing a few large 
volcanoes in the right place 
should allow the player to create 
a stable land mass on which to 
create more advanced types of 
life. Amphibians evolve into 
reptiles - mammals evolve into 
humans, and whole civilisations 
can then be founded! 

Taking charge of an entire 
planet (from birth to death) 
spanning a mere 10 billion years 
is no mean feat and it should take 
even the most dedicated sim 
player quite some time to mould 
an effective ecosystem into a 
controllable and manageable 
state. Just thank heavens for the 
fast-forward button! 





If you encounter problems with 
disappearing land masses in Sim Earth, 
a few well-placed volcanoes could be 
one solution 








: What can be said about Sim City 

: that hasn’t already been said? The 
i granddaddy of the Maxis sim 

: series, Sim City, pioneered the 

: genre, introducing the now 

} common tile/grid system of 

; approach to the game interface. 


As a newly elected mayor you 


: must build up residential, 

: commercial and industrial zones 

: in order to construct your dream 

: city. Starting with nothing more 

: than a couple of grand anda 

: small toolbar of icons at the top of 
: the screen, the player is allowed 

: to experiment with an infinite 

} number of construction 

: possibilities within the boundaries 
: ofa large area of prime wasteland. 
: Remember, recently constructed 

: areas must be fed by power so 

H you have to build a power station. 


As the population grows so 


: do your requirements. New 
: residential, commercial and 
: industrial areas need to be placed 
} according to demand (graphs and 
H charts depict growth and problem 


areas) and traffic problems can 
cause a rapid decline in 


: popularity. Popularity is where it’s 
: at for any up-and-coming city 

: mayor because if your citizens 

: don’t like you, you’re not going to 
: last very long. Constructing 

? sports stadiums, fun parks and 












SIM CITY 


PRODUCT 


SOFTWARE HOUSE 
Maxis/Mindscape 


£17.99 (New classic version) 





REQUIREMENTS 







SUPPORTS 


Soundblaster Sound Card, 
Windows (for Windows version) 


tidy grassed areas may be one 
way to keep the people happy, but 
more important additions such as 
police and fire services may prove 
more effective in the long run. 

Sim City may be a bit old now 
and it may not have quite as much 
scope as some of the other 
games featured in this Super Test, 
but it is just as much fun as 
anything else this genre may have 
to offer. 


Rather than take on another city mayor 
in a head-to-head battle, Sim City 
offers you the chance to solve a 
number of preset problems in one of 
eight city scenarios 





» Microprose’s Civilization is a little 
rough around the edges (especially the 
rough-cut character set) and Sim City is 
little plain-looking by modern standards. 
The tremendous scope of Sim Earth is 
let down by basic graphics, with the 
majority of the game looking little more 
than a screen cursed by corrupted 
graphics characters! 

Unnatural Selection is unique 
because all the in-game animation is 
represented in the form of digitised 
claymation models — the creatures fight, 





You start at the very bottom in Civilization, but as 
your population and popularity grow so does the decor 
of your palace! 


mate and eat in glorious Plasticine. 
Aardman Animations eat your heart out. 


Sort of. 

A-TRAIN » oo © @ 
CIVILIZATION » 0.0.0.4 
POPULOUS Il kkk 
RAILROAD TYCOON kkk 
SIM ANT kkk 
SIM CITY Kk KICK 
SIM EARTH KKK 
SIM FARM toot 
SIM LIFE Kk kkk 
UNNATURAL SELECTION tok 


Although you could probably stumble 
through many of these games using 
only the keyboard, a mouse is strongly 
recommended. Let’s face it, these 
games are made for mice, so with this 
in mind it may come as no surprise to 
find that every game here did well in this 
category. 


A-Train, Sim City, Sim Farm and 
Sim Life all owe their high scores to 
clear presentation. Straining to find the 
icon you need can be frustrating as you 
may know, and properly designed icons 
and switches remedy this to some 
extent. A good proportion of these sims 
also include inbuilt tutorial modes to 








The tutorial mode in Sim Life is one of the best I’ve 
seen. It allows the player to grasp the basic 
mechanics of the game without first having to wade 
through the hefty, but excellent, manual 














PRODUCT 
| SimAnt = 




















| R REQUIREM 


640k RAM, 286, VGA . 














coomaite laster, AdLib, 
Roland MT-32, Tandy Sound Cards 


Sim Ant may not be everyone’s 
cup of tea but personally | think 
it’s a great little game. The idea of 
creating a game around the life of 
an ant colony is pure design 
genius. Think about it; these 
creatures build massive 
communities inside an intricate 
underground network of tunnels. 
The ants tend to the egg-laying 
queen and her offspring with a 
hyperactive fervour and they 





Get your ant colony off to a good start 
by digging loads of useful tunnels. 
Once your network is looking good, 
then you can venture out of the nest to 
find food 


scavenge for food and store it in 
large food chambers inside their 
nest. Alongside human beings, 
ants are the only other species of 
living creature on the planet that 
choose to war against each other, 
and, to top it all, they are 
incredibly fearsome-looking 
blighters to say the least! What 
other reasons do you need to 
justify creating a game of this 
sort? 

Sim Ant takes a backseat in 
the creation department for a 
good part of the game, preferring 
instead a more leadership- 
oriented slant to play. You take 
the role of a small, yellow ant who 
is provider and guardian of a nest 


of black ants. A colony of red ants 


provides fierce competition for 
land space and the only way to 
overcome them is by breeding 
more queens and by populating 


further areas of a large garden. As i 


usual there are more options and 
variables than you could shake 
your antennae at, and the scope 
of the game is pretty impressive 
by any standards. 





The battle between the red and black 
ants takes place deep within the lawn 
of a suburban garden. If your colony 
spreads that far, it can even infest the 
house 
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| 2Mb Ram, 286, VGA, Mouse 


~ Soundblaster, Roland soundcards | 





Sim Life; The Genetic Playground 
is a very involving ecosystem 
simulation based around the 
same type of game engine that 
has been used in Sim City and 
Sim Farm to name just but two. 
Players must build their very 
own ecosystem from the ground 
up and give life to creatures from 
the depths of their imagination. 
Design plants and animals right at 
genetic level to influence how 








The genome options screen in sim Life 
is the key to good evolution. Here you 
can affect how the beast eats, sleeps, 
moves, reproduces, gestates, 
socialises — the works! 








they look, act and eventually 
evolve. Tampering with nature 
may seem creepy to some PC 
owners but Maxis has again come 
up with another sure-fire hit. 
Playing with genetics, food webs, 
mutation, extinction and natural 
disasters has never been so much 
fun. 

Sim Life offers unlimited 
ecological experimentation plus 
the challenge of six preset 
scenarios to conquer. Also, don’t 
be too put off by the complicated- 
looking interface - Sim Life 
comes complete with a useful 
tutorial mode which helps ease 
the player into the game 
gradually. 





SELECT SCENT) 


Keeping animals in touch is a big 
problem. The tutorial mode 
recommends that the player builds a 
rock ‘pen’ in which free roaming 
animals should be herded 


teach the player how to use the program 
correctly. The Sim Life tutorial is superb 
in that it is well paced and well thought 
out, so although creating balanced life 
and splicing genes may seem daunting 
at first, a run through the tutorial dispels 
any apprehensions. 

It may not be the prettiest pick of the 








Clear presentation 
around the interface of A-Train. Placing objects onto 
the landscape is simply a matter of choosing the 
corréct icon before clicking on the location on the 
landscape 





ps players negotiate themselves 


pack but Sim Earth still manages to 
deliver a decent, but more or less 
generic, interface too which saves it 
from a fate worse than death! 


CHALLENGE 


La ot 


With a goal to aim for, be it constructing 
a huge city and keeping it that way or 
by simply building up your empire in 
order to crush your enemies, sim 
games tend to supersede the concept 
of simple creation and open up a bit 
more. This is where Civilization, 





Fry the opposition with flaming fireballs. Build your mana to greater levels 


and more s macotite powers are laid at your = 
3 a * 5 : 





Railroad Tycoon, Populous II and Sim 
Ant all come into their own. Fighting red 
ants with your ever-increasing colony of 


black ants adds a sense of purpose to 
Sim Ant — if you were never even given \ 


the opportunity to outnumber your 
opponents 10 to one, then | doubt if the 
game would be quite as successful! > 
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~ Soundblaster, AdLib, Roland Sound Cards ~ ] 








have the choice between a 
number of destinies. Horticulture 


Sim Farm is a superb twist on the 
Sim City theme and its name 


explains it all; you build and 
maintain your very own farm and 
supply the nearby town with your 
produce. 

Starting with a small 
homestead out in the sticks you 


and livestock are the two main 
plans of attack. As the farmer you 
can practice either or both to 
make a profit. Simply planting few 
seeds or feeding couple of cows 
is not enough to maintain your 





livelihood — there are literally 
hundreds of variables to 
consider. Pests, the weather, 
proper machine storage and 
maintenance, ever-changing 
market prices, pollution, crop 
rotation — you name it, Sim Farm 
has probably got it (the only thing 
| couldn’t find was the 
scarecrow!). 

Farm life is never boring and 
there is always plenty to do. The 
game interface is similar to Sim 
City in that everything is based 
on a system of tiles — you drop 
the tiles (such as an eight by 
eight field) into place and must 
monitor them intensively. The 
only thing missing from Sim Farm 
is the cow crap. 





ne 





Pesticides, herbicides, fungicides and fertiliser keep the crops 
healthy all year round, but at what price? Soil poisoning is 
likely if they are over-used 





The nearby town is dependant on your supplies. If you can regularly supply the town 


with quality goods it too will grow and expand 








Natural disasters such a tornadoes, floods, frosts and 
locusts can be toggled on or off. It is recommended 
that beginners disable this feature until they feel 
confident enough to combat them 


» Populous II is designed as a head-to- 
head battle between good and evil 
empires and as such works extremely 
well. If you are lucky enough to have 
networking hardware or a null modem, 
then a two-player link-up fight is very 
highly recommended. 

\ Games such as Sim City, Sim Earth 
“and Sim Life take a different approach 
in this area by providing preset 





scenarios to work through. Most offer a 
fair challenge — try solving the crime 
problems of Detroit in Sim City and you 
will see what | mean. 


ENTERTAINMENT 





Sim games are immense fun to play 
once the player has grasped the 
mechanics of the software engine. As | 
mentioned in the introduction, creating 
whole civilisations is a very satisfying 
affair. Civilization is clever in the way 
that the game unfolds, and | like the 


way that the game opens up further and 
further the more your civilisation grows. 

| found Sim Life a touch involved in 
places and just looking at the opening 
windows and menus may be too much 
for some tastes! In contrast, Populous II 
is easy to pick up and play. The simple 
but well-defined nature of the gameplay 
allows for relatively speedy games to be 
played. Sim Ant is great if, like me, you 
like ants, as is Sim Farm if the concept 
appeals to you. 





Sim Ant is a game that David Attenborough would 
probably play. It’s great fun to take on the spider with 
hundreds of soldier ants by your side. The game even 
includes a ‘silly’ mode enabling the ants to speak (in 
bubbles) throughout the game 


Although the screen can be expanded out to display 
more of the play area, the classic eight by eight, 
isometric viewpoint is preferred by many Populous Il 
players 
sii 
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~ Populous 2: (aa 
Trials of the Olympian Gods 


537k RAM and 1040k EMS for VGA, 
286, VGA, Mouse 


SUPP. 


— Soundblaster Sound Card, 
Modem/Datalink for two-player link-up 


ORTS | 





The Populous series of games, 
programmed by Bullfrog, have 
become classics of their own 
time. They’re not sims as such 
but they display the same sort of 
creative gameplay that 
characterises this particular 
genre. 

Taking the role of an 
Olympian god, you must flatten 


undulating land, thus promoting 

the growth of your little human 

followers. Playing god is not 

without its dangers either 

| because pitted against you is an 

' evil ruler trying, like you, to 

amass a huge army with which to 

defeat your forces. 

The more followers you have, 
the greater your power (or mana 
as it is known in the game). As 
your mana rises, so do your 
powers of intervention. The most 
basic of these powers allows you 

| to raise and lower pieces of land, 
but build your mana up and you 
are allowed to cause mayhem by 
throwing disasters such as fire 
storms and lightning strikes 
against your enemies. 

It’s all great fun and 
completely captivating too. With 
over 32 divine opponents to battle 
against over 1,000 different 
worlds, Populous II offers not 
only some of the best gameplay 
around at the moment but a real 
challenge too. 


outa sabe 


Populous Il is definitely one of the prettiest games to 
be featured in this month’s Super Test; not surprising 
coming from Bullfrog Productions 























Deadly sea creatures are just one of the perils of 
Populous Il — your opponent is the main worry; if they 
are fast and intelligent then you'd better start 
praying! 


Torching the enemy is 
great fun. Controlling 
the elements is an 
important part of 
Populous II, but you 
will need high mana 
levels and plenty of 
experience points if 

m you want to cast more 
powerful spells 





The creation part of Unnatural 
Selection is the best part of the game. 
Breeding claymation animals and 
mutating them with radiation and drugs 
plays better than it sounds. It’s the 
combat sequences in the latter part of 
the game that leave the player with little 
to do but observe the results as they 
happen. 


SCOPE 





When we talk about scope we are 
talking about the range of the game and 





As the farmer you can choose to grow either crops or 
rear livestock. A good grasp of both disciplines is 
probably a good idea 


also the opportunity that exists for 
action. 

All of the games featured have, 
relatively speaking, a large amount of 
scope in terms of gameplay. The sheer 
amount of options available in these 
games is astounding and most also 
give the choice between either open- 
ended experimental creation or the 
challenge of an opponent to play 





As your civilisation becomes more knowledgeable, so 
the scope of the game grows. Discover the wheel and 
go on to invent trains and cars later in the elec a 


‘WHEEL 


Civilization Advance 


One of the five great simpte machines, the WHEEL and 
axle oreatiy increased the toad that a human or a 
animal could pull fowering the resistance to 

EL was also quickly turned inte a 


movement. The WHE! 
weapon of war after its invention, especially in the 
adaptation of the Chariot, In addition to its use in 


transport, the WHEEL became a vitally tibetan toal 

in ENGINEERING and in the Industrial fige. In the 
pre-Columbian flew Worid, the WHEEL only appeared in 
chifdren's toys, partly because the mountainous terrain % 
of South America made it less practical. 


bs 


against. Railroad Tycoon’ and 
Civilization pit the player against 
competitive computer opponents, while 
Populous II even goes so far as to offer 
a two-player link-up option. Compared _ 
to most of the other games which are 4 
featured here, Populous II does lack ‘ 
scope. The game is great fun to Sian, | 
but, by nature of design, the options pia 
limited. 2 
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PRODUCT 
A-Train 


SOFTWARE HOUSE 


Maxis/Ocean 








REQUIREMENTS 
640k RAM, 286, EGA/VGA, Mouse 


SUPPORTS 


Soundblaster, AdLib, Roland, 
Tandy Sound Cards 








Programmed by the strangely- 
named Japanese development 
house Artdink, A-Train was the 
first game to be published by 
Maxis that wasn’t developed in- 
house. 

A mass transit simulation 
very much in the mould of 
Railroad Tycoon, A-Train takes 
the train creation sub-genre a 
step further by adding Sim City- 











of the two railroad simulations, A-Train 
is slightly more involving and in-depth, 
but Microprose’s Railroad Tycoon 
heats it in the entertainment stakes 





like elements to the gameplay. Of 
course you are allowed to buil 
your rail network to your heart’s 
content — stations, depots, 
engines, bridges are all there, but 
additionally you are given the 
chance to construct factories, 
residential areas, golf courses (!) 
and other potentially lucrative 
investments. 

If you’re that way inclined 
you can even dabble in the stock 
market selling stocks and shares! 
If you are lucky enough to create 
and operate a successful, 
privately-owned mass transit 
operation, you’ll do the world a 
service and as a result you'll 
manage to reap huge financial 
rewards. 

Viewed from a 3D isometric 
viewpoint (similar to the Sim City 
2000 — see review this issue), A- 
Train is beautifully presented with 
a number of useful pull-down 
menus surrounding the main 
playing area. 


Lape it mw 1:00 f~ 


381 FORMATION: = 2 
| PASSENGERS: JQ. STATUS: ACTIVE | 


NON-STOP: NO 


MODEL: KIHA 40 FORMATION: 2 CARS _ 
CAPACITY: 400 TYPE: PASSENGER 








‘Laying a feu Teng 6 of tr track and arapplag a fa a few trains onto them is not the si : 
way of making money in A-Train. Whole timetables must be worked out with each 
train having its own particular circuit of deliveries to run. If a train is not 
designated a route it will rust on the tracks 
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SUBSIDIARIES 








The problem with 





games like Sim City ~ 
and Sim Farm is that =): _balolet= 
once you've built the 
biggest city or farm 7 
possible, what do you 7 


do then? You could go 9 [.%- j [ae ae 
on modifying your i [fnmema TET eon FSH oanser 
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> Creating an entire planet from scratch 
in Sim Earth is one hell of an 
undertaking — everything from land 
modification to the growth of whole 
civilisations is included. Sim Earth 
encompasses elements from Sim Life, 
Sim City and Civilization into its own 
game engine. Civilization is similar in 
that, as your knowledge of invention 
grows, later in the game you are 
allowed to build roads, railroads, power 
stations and the like. 





CONCLUSION 


A-TRAIN tokokok 
CIVILIZATION KKK KK 
POPULOUS II kkk 
RAILROAD TYCOON kik 
SIM ANT Kkekk 
SIM CITY kk 
SIM EARTH »o.8 
SIM FARM toktk 
SIM LIFE kkk 
UNNATURAL SELECTION kk 


Ooh, this is a tough one — three titles 
caught in the melee of a photo finish. In 
my honest and humble opinion the 
crown of this month’s Super Test must 
be placed firmly upon the crown of Mid 
Meier’s Civilization. First published in 
1991, this astonishingly engrossing and 
entertaining game is still a powerful 
piece of software even by today’s 
standards. 

While A-Train and Sim Farm both 
came through with equal marks, they 
aren’t quite as encapsulating as the 


CIVILIZATION 


Civilization is a classic game of discovery and growth. Not only isthe gameeasyto [i PRON 
get into, but it also offers captivating gameplay and great depth. A game not to be 
missed 


~ Civilization 





i. ~ 640k RAM, 286, EGA/VGA 





| Mouse 


| Soundblaster, AdLib, Roland Sound Cards, — 








overcome in a way that not only 
strengthens your particular band 
of merry men (and women), but 
also puts other civilisations at a 
disadvantage. Making contact 
with other colonies is a good way 
to establish trade routes and 
make some money, but it also 
means that you have to watch 
your back closely lest you don’t 
wake up one morning because 
you are dead. Famine, plagues 
and civil war are just some of the 
other niceties on offer, but to 
build a strong and loyal following 
requires you to make the best of 
the problems that are thrown at 








Taking control of a small band of 
people and ruling them through 
thick and thin right up to the 
present day is no easy task, but 
that’s what you are required to do 
in Civilization from Microprose. 
As the name suggests, it’s a 
question of man management as 
well as a whole host of other 
things, so that in the end you are 
left with a civilization that has 
grown in size and is as 
technologically advanced as it 
can be. 

Nothing is quite that easy 
however, and along the way a 
whole lot of problems have to be 





Civilization is a game that works just as well with a keyboard as it does with a 
mouse. For the best results, use a mouse and the speedy decision-making is made 
easier 
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you and generally go with the 
flow. 

Civilization is a giant game 
that attempts to simulate 
something that occurred naturally 
over many thousands of years. 
Considering the scope involved 
this is an extremely good effort, 
and an enjoyable game to boot. 

Everyone loves to play at 
being god (Go on admit it), and 
this game gives you the 
opportunity to act out all your 
deity-inspired fantasies, without 
the worry of a witch hunt and a 
few choice words from the 
Archbishop of Canterbury 
afterwards. 


ae aaheh Moscow Tribune Sse" 


Mallo dynasty 
-ends after glorious 
6000 year reign! 
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Sim City has sold over 1.5 million units worldwide 
since its release. Some estimate it to be the biggest 
selling computer title in the history of gaming, an 


impressive accolade indeed 
je o 














aforementioned game. A-Train did well 
because it simply looks stunning; sure it 
plays well too, but it wouldn’t have done 


quite so well if it had shoddy 
presentation. Sim Farm is a very novel 
addition to the sim series and did well. 
Again, good presentation coupled with 
finely-honed gameplay did the trick for 
this title. 

Populous II, although not really a 





Sim Life can get very deep, but only as deep as you 
want to take it. You don’t have to mess around with 
interbreeding and gene splicing, but it is fun when 

you cross certain animal species! 





true sim, did surprisingly well, as did 
Sim Ant, with both displaying all the 
characteristics of entertaining, quality 
product. The simple fact that Populous 
Il enables the link-up between two 
computers for a human head-to-head 
match is great fun in itself. Sim Ant, 
although missing a link-up option is 
hilarious to play in ‘silly’ mode! 

Although not quite reaching the 





Unnatural Selection faltered in the face of such tough 
opposition. Still, looking at the products in this 
month's Super Test, Maxis can't really complain can 
it? 
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loftiest heights, Railroad Tycoon, Sim 
City and Sim Life are certainly not titles 
to be sniffed at; many an hour has been 
spent constructing tower blocks and rail 
stations | can tell you. 

Bringing up the rear are Sim Earth 
and Unnatural Selection. Sim Earth 
losing out due to outdated presentation 
and Unnatural Selection due to a slight 
lack of gameplay involvement. a 
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PRODUCT 
Sim City 2000 
386. 
8Mb Hard Drive Space 


SOFTWARE HOUSE 
Maxis/Mindscape 


SUPPORTS 


Soundblaster, AdLib, Roland and 
ProAudio Spectrum Sound Cards 


Mouse, 


Dos 3.3 Min, 4Mb RAM. 





SIM CITY 2000 


of Sim City will 
need no _ intro- 
duction to Maxis’ 


new bouncing bundle of joy, Sim City 
2000. The original Sim City is nearly 
five years old now and has sold so 
many units worldwide that it may well 
be the best-selling game of all time. In 
the five years since the introduction of 
the original its creators, Fred Haslam 
and Will Wright, haven’t sat back to 
watch the cheques roll in. No, they’ve 

ed to their audience. Sim City 


not? 

f Sim City 2000 is still 
In, in fact the gameplay 
‘much the same as its 
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PC PLAYER ISSUE FOUR 


A small riot has broken out by the 


the unrest... 





fi 







If you’re that way inclined, you can get rid of the 
ornate graphics and display the play area in zonal 
colours only. Red areas are residential, blue are 
commercial, yellow are industrial and green are 
recreational 






» A source of power, in the form of a 
power plant, is next on the list. Power 
stations vary in cost and output and, 
depending on the time/era that you’re 
building in, you will be given a choice 
between a traditional coal-powered 
plant through to a fusion power station 
of the future. Obviously the more 
advanced the technology; the more 
choice you will have. 

A power plant will need connecting 
to new zones in order to get them up 
and running, and unlike the original Sim 
City, powerlines are not dropped one by 
one, they are simply stretched over the 
desired area and dropped into place. 


FIRE 
This causes a fire to break out somewhere within the 
city — obvious eh? Fires are also associated with 
other disasters too; for example, rioters can run 
amok, destroying buildings and starting fires 


-.-Dut the rioters blow the marina up! 
marina. | send a police unit in to quash Fires begin to break out and police 
lose control of the situation 


Cities of the future, or 
rather, cities of the 2 
present, are able to % 

construct alternative power © 
generators. Wind-powered & 
windmills are efficient and & 
don’t pollute the 


in the process 





Riots beat the system! They certainly 


environment 





The surviving half of my city begins the 
did; razing half of my city to the ground rebuilding process. It may be better 


just to quit and start again 


Denizens Request Police 


“Ve'ye had enough of this 


aR et” shouted one protester on 
ZOU the of the mayor's office. 


Fst be pened to the 
of Hevdinger being a safe piace to 


The yearly fiscal budget screen pops up regularly 
throughout the game. Here you can raise or lower 
taxing and funding levels. Selecting autobudget on 
the menu effectively allows the computer to take care 
of it for you 
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Finally, a transport network is needed 
so that your sims can travel between 
work, their homes and the shops. 

Once your city has begun to grow, 


stations, educational and recreational 
facilities and a whole lot more. 

Placing colour-coded zones is 
simple. Unlike the original Sim City you 
can build your residential, commercial 
and industrial zones in any shape and 
to any size simply by ‘painting’ them 
onto a flat piece of land. First, place the 
cursor onto one of the grid squares on 
the map, click and hold the mouse 
button and pull in the desired direction 
to mark the land. This is the same for all 
three zones and once you get power to 
them they should start to pop up. Next 
comes the transportation network; 
roads and rail. Joining your zones up 
will enable your sims to get to work on 
time! A small graph on the toolbar 
called the demand indicator shows 
which zones you~ should’ be 
concentrating on. 

When your population reaches 


"ONCE YOUR CITY HAS BEGUN TO GROW, YOU CAN THEN ADD ZONES WITH 
DIFFERENT DENSITY LEVELS, MULTIPLE MEANS OF TRANSPORTATION BOTH 
ABOVE AND BELOW GROUND, A COMPLETE WATER SYSTEM, AIRPORTS, 
SEAPORTS, POLICE AND FIRE STATIONS, EDUCATIONAL AND RECREATIONAL 
FACILITIES AND A WHOLE LOT MORE” 


you can then add zones with different 
density levels, multiple means of 
transportation both above and below 
ground, a completé water system, 
airports, seaports, police and fire 


FLOOD 
Giant tidal waves swamp lowland and coastal areas — 
they are capable of sweeping even towerblocks aside. 
Anything that isn’t tied down will probably be 
destroyed 


2,000, you then become a fully-fledged 
new town and are invited to build your 
own home anywhere within the city. 
Decide carefully where you plan to 
place it because your presence in a 


OH NO, WHAT A 





AIR CRASH 
If an airplane collides with part of the city it will 
destroy buildings and start fires. Containing the fire 
is your first priority, picking up the body bags comes 
next... 










it produces! 


particular part of town will no doubt 
increase prosperity. 

Less essential additions to your 
town can all be selected via the toolbar 
shown to the left of the screen (see 
diagram at the far right of the page for 
visual details). Education is an 
important factor to consider. Education 
levels are expressed as an Education 
Quotient, or EQ — the higher the EQ, the 
more educated your population is. EQs 
range from zero (braindead) to 150. The 
equivalent of a high school education is 
an EQ of 90 and a four year college 
degree is about 140. 

A city with a low EQ has a higher 
likelinood of both unemployment and 
rioting, so it would probably be a good 
idea to drop a few schools and colleges 
into your city when you have the funds. 
With intelligence comes invention and 
as time passes, things are invented 
which give access to new technologies 
that you can incorporate into your city. 
As the technologies become available, 
new tools will appear in the sub-menus 
under the icons displayed. All new 
inventions are also announced in the 
daily newspapers. 


— Hollywood is a hotbed of 

/ industry - polluting the land 
{1 around. I’m not talking 
about the smoke billowing 
towers, but the turgid films 


feasible if your city is reasonably large. 
To prevent your citizens from 
becoming bored you must ply them with 
gifts from time to time. Start small with a 
few parks because they clean up 
residential and commercial zones and 


“WHEN YOUR POPULATION REACHES 2,000, YOU THEN BECOME A FULLY- 
FLEDGED NEW TOWN AND ARE INVITED TO BUILD YOUR OWN HOME 
ANYWHERE WITHIN THE CITY” 


Without a solid police and fire 
service behind you, it may be time to 
start again. The placement of police 
stations will cut down on crime (if the 
crime is too high, then areas of the city 
will become ghettos), whilst the more 
fire stations you can fully fund, the 
quicker the fires are put out. An 
emergency icon also allows the player 
to deploy police and fire forces in times 
of emergency — useful during periods of 
riot. Secondary emergency services 
such as hospitals and prisons also help 
overcome social strife but are only really 





TORNADO 

Michael never predicted this one and it tore my city to 
pieces! Never trust a weatherman, but keep your eye 
on the weather reports just in case... 


encourage growth. Bigger parks do 
much the same but on a larger scale, 
and marinas and sports stadiums are 
big business but often cause traffic jams 
if the roads surrounding them aren't 
much cop. One improvement, and 
something | thought was a novel 
addition to game, was the fact that you 
can choose which kind of sport the 
stadium supports (from soccer to 
American football), plus you get to 
name the host team! | like it. 

A query icon’ allows’ close 
scrutinisation of almost any object in the 





EARTHQUAKE 
No one can predict them and no one can stop them. 
Earthquakes cause more damage than all the other 
disasters put together 





Happyland (a well-established 
city provided with the game) - 
city of the free. A place where 
families settle and pensioners 
grow old, and it’s got a great 
sewer system too! 


game, be it a huge condo or a scrawny 
little shack. Also, if the building is of 
relative importance (a big dam for 
instance) it can also be renamed with a 
title of your choice. Needless to say, | 
had a lot of fun with this. 

The usual stats, graphs and budget 
sheets are all present — if you need to 
pinpoint a crime hotspot, or find out how 
the neighbouring cities are going (yes, 
you can link up to rival cities!) then the 
small collection of icons at the bottom of 
the toolbar will help you out. The 
various pull-down menus do much the 
same thing as the icons on the toolbar, 
plus there are other features hidden 
away that can be called-up at any time 
such as game speed and terrain editor. 

Sim City 2000 is a game full of 
hidden features. | could go for quite 
some time about how much depth the 
game has, how many options are 
available and how good the graphics 
are, but the superb manual does better 
than | ever could. > 





eo eae 
MONSTER 

Summon up a monster and you'll wish you never had! 
This metallic beast will crush your buildings, burn 
your real estate and destroy your power network 





STAR BAR 
The ever-present 
toolbar contains 
all the icons 
needed to build 
or oy with. 
his toolbar stays 
on-screen at all 


times, but can be 
— around at 
wi 
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Activating pipes automatically turns on 
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No one can claim to 
have mastered Sim 
City 2000 without first 


completing the fou 


scenario cities that } 
come complete with 
the game. These 
cities all have one | 
thing in common - jf) 


they’re in deep shi 


> Players of the original Sim City will be 
seriously overjoyed with Sim City 2000. 
For a start they are provided with SVGA 
graphics the likes of which have never 
been seen in a game of this sort before. 
They really are incredibly detailed and 
stylised, even down to the tiniest of 
details — at least this time the houses 
DO look like houses and_ the 
skyscrapers DO look like skyscrapers! 
Of course, the penalty you pay for this is 
Super VGA compatibility (in fact, Sim 
City 2000 is ONLY compatible with 
VESA drivers, so be warned — you need 
the right video card and driver before 
buying this game). 
The addition of relief adds another 
dimension to the concept. As | 
mentioned earlier, the 


landscape 










Dullavitte ~ Ca label ba eg deta ny thoy village 
and the citizens are bored! Build the town to generate tax 
Dp) revenue to add some entertainment areas. 





Charleston ~ cap abperyre ere 
‘Till sandbags, mop up the mess and rebuild your city. 


‘Back in the recesses of a'#! movie studio let, 
transtorms 2) 


t 


d h f ¥ Gakland fra oniooan ie ppaor al preveeh brevets 
and nee! your e Pp to i Oakland Wilts making this ene of the worst urban fires in U.S. 
get out of it | | 








resembles Populous to a certain degree 
and the way you can manipulate the 
terrain in the landscape editor is also 
similar in execution. Hills and slopes 





a pleasant change to actually enjoy 
reading through a manual as thick as 
this (140 pages!). Congratulations go to 
Michael Bremer and his team for 


“ONE THING | WOULD RECOMMEND TO POTENTIAL BUYERS IS THAT THEY GET 
THEMSELVES A GOOD MOUSE TO PLAY THE GAME WITH. LAYING DOWN 
POWERLINES CAN SOMETIMES BE QUITE TRICKY, ESPECIALLY IF YOU'RE 

BUILDING OVER SLOPES OR AROUND POXY PIECES OF WATER” 







can sometimes cause few problems 
with object placement — dropping tracks, 
roads and powerlines over sloping 
corners can sometimes cause errors, 
and the fact that there is no undo option 
means that some mistakes can be very 
costly. 

One thing | will mention (and it 
happens very rarely in reviews of this 
kind) is that the manual for Sim City 
2000 is absolutely stunning. Not only is 
it very well written, but it is also very 
entertaining to read. The pages are well 
designed and clear to read, and it made 





DULLSVILLE 

Save a small city from dying of boredom! Stadiums, 
parks and other fun things wake your citizens from 
the apathy that is plaguing them 





One minute Charleston has got a lovely beach area 
and the next minute it’s transformed into a salt water 
lake. Get the mops out 


producing an excellent companion to 
the game. 

Another factor little-mentioned in 
many game reviews is sound. Sim City 
2000 has a variety of tunes that change 
tempo whenever something significant 
happens during the game. They’re not 
too annoying (which will no doubt 
please many people) but remain 
‘bleepy’ all the same. Sound effects are 
pretty quirky, with the usual array of daft 
beeps and farts used only as warnings 
or as indicators. 

Playability-wise Sim City 2000 





HOLLYWOOD 

Probably the best thing that’s ever happened to 
Hollywood. Unfortunately, to complete the game you 
must save the city from disaster 


Now there’s a tidy-looking town if ever | saw one. Still 
very young but showing signs of beauty, Maverick City 
=f well on nites way to success 


a 


| 
| 
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works well. The interface is basically the 
same as the one used in the original 
Sim City, with the toolbar easily 
accessible to the left of the screen. The 
placement of zones is definitely an 
improvement over the original but the 
new method of ‘painting’ powerlines can 
sometimes be confusing. 

One thing | would recommend to 
potential buyers is that they get 
themselves a good mouse to play the 
game with. Laying down powerlines can 
sometimes be quite tricky, especially if 


Marinas add style to the water’s edge. Tiny boats skit 
across the water as traffic problems get worse due to 
an increase in tourism 





Hollywood! 

What really made Sim City for me 
was the amount of depth present in this 
new incarnation. Sim City was deep but 
somewhat limited — you could build a 
big city and use everything the program 
could throw at you, but then there would 
be little else to do apart from maintain 
your metropolis and slowly but surely 
become bored. 

Sim City 2000 remedies this by 
adding ‘invention’ into the gameplay in 
the same way that Civilization does. 


“SIM CITY, POPULOUS AND CIVILIZATION ALL ROLLED INTO ONE GAME?! 
UNLIKELY, BUT TRUE” 


you’re building over slopes or around 
poxy pieces of water, so a dodgy mouse 
(which | had to begin with!) should be 
replaced — it will make a hell of a 
difference. 

Another (more important) 
recommendation is that you play this on 
a reasonably fast machine. On the 
whole the speed of the game is fine, but 
when there is a lot of activity on-screen 
the whole thing tends to slow down a 
touch, especially when confronted with 
one of those B-movie monsters from 





TERRAIN EDITOR 

You could buy a terrain editor for 
the original Sim City, but Sim City 
2000 comes complete with an 
easy-to-use terrain editor included 
within the packaging. Creating a 
stable expanse of ripe building 
land is more in-depth than it used 
to be - with the introduction of 
hills, mountains and relief comes 
a Populous-style interface that 
allows the player to raise and 
lower land at will. Mountain tops 
can be levelled-off, sea levels can 
be altered, rivers, lakes and 
coastlines can be added at the 
click of a mouse button and trees 
take no time at all to pop up once 
planted. Ah, the landscape looks 
so beautiful, with its blue lakes 
and great forests | don’t think | 
can bring myself to build on it! 


















The way new power stations are added 
to the list is great and that’s not all; 
buses, bus depots, subway systems 
and highways are all there just waiting 
to be discovered! Sim City, Populous 
and Civilization all rolled into one 
game?! Unlikely, but true. 

To be frank | have been looking 
forward to this game for months and it 
has lived up to all my expectations. It 
looks incredible, it plays superbly and, 
best of all, it’ll keep you glued to your 


monitor for months. SCORE * %*%&*&*e* 


If your landscape is 
too hilly, you could 
always retire to the 
terrain editor and 
take it down a peg or 
two. Raising and 
lowering the land is 
very similar to the 
system used in 
Populous 


Rivers, lakes and 
coastlines can easily 
be added to the 
landscape at the click 
of a mouse button. 
The percentage of 
land covered by hills, 
trees and water can 
be changed before a 
map is generated 













SIM CITY 2000 
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Doctor Berton ef tne Velse Lobb 
indicated that Maverick City co 
gxpect more problems with 


a “eu * health | facilisis have been 
/substandar yeers. If o 


1D 
The elderly were chrontcalt 

hard hit ot f the In "ennilio 
: eae 





The citizens are 
struck down by a 
dinosaur flu 
epidemic. | think 
it’s about time | 
built a hospital - 
this should keep 
niggles like this 
flu under control 
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FORGET THE 


HYSTERICAL 


WORLD OF 


THE SPELL- 


CASTING 


SERIES, IT 


LOOKS LIKE 


LEGEND HAS 


GOT 


ITS OLD AGE. 


WELL, to Companions of 








PRODUCT 


Companions of Xanth 


SOFTWARE HOUSE 


REQUIREMENTS 
Dos 5.0 Min, 640K RAM, 386, VGA, Mouse 


SUPPORTS 


Soundblaster, AdLib, Roland, 
RealSound Sound Cards 





One of Dug’s first objectives [evs 
is to find Fairy Nuff who will Pees 
tell him how to douse the fares 









Put 
Open 


Talk to 


censors on the Censor-ship. fie 


Nuff looks like my old 
chemistry teacher, and will 
help out by giving Dug a 
magic recipe for a special 







dousing potion. Hmm, sounds * 


riveting... 


having got Larry laid last month 
i's time to turn my attention 
Xanth. 
Companions is by Legend, a familiar 
name to all those who have played the 
Spellcasting adventure series. The 
Spellcasting games, all three of which 
are now available on a single CD and 
are reviewed in this issue’s Round Up, 
were all about geeky novice sorcerers 
who used magic to impress the girls. 
Hey, pulling a white rabbit out of a top 
hat is more impressive and interesting 
than a tacky chat-up line! Xanth is a bit 





but in Xanth the game is viewed from a 
first-person perspective — the player 
gets a character’s-eye view of the 
mystical world they are exploring. 
Apart from the other Legend games, 
Return to Zork is one of the other few 
games that works in this way. This 
makes the game fairly unique, but 
Xanth also has something special to 
offer. 

In Xanth, you play a teenage 
computer freak who lives at home with 
his parents. Dug, your alias, has got 
his own PC but no games. His 


“COMPANIONS OF XANTH IS A POINT-AND-CLICK ADVENTURE WITH A 
DIFFERENCE. IN THE LUCASARTS GAMES AND INDEED MANY OF THE OTHER 
ADVENTURES THE LEAD CHARACTER ACTUALLY APPEARS ON SCREEN, BUT IN 
XANTH THE GAME IS VIEWED FROM A FIRST-PERSON PERSPECTIVE” 


more serious, but a lot of the legendary 
(groan) one-liners will still make you 
wince. 

Companions of Xanth is a point- 
and-click adventure with a difference. 
In the LucasArts games and indeed 
many of the other adventures the lead 
character actually appears on screen, 


girlfriend has dumped him and the 
rain’s pouring down outside. There’s 
no TV in the house, there’s no radio to 
listen to — all Dug has got is a green 
power light on his PC to keep him 
amused. Until Ed phones up. Ed has 
got a game for Dug if he wants it and 
has promised thai it will drag him into 


The pail on the path won’t let you 
past, but whenever you try to grab it, 
it flies away. Weighing it down with 
a stone doesn’t work either because 
it zips away the moment you get 
close. A different approach is 
needed... 










Grab the log from the river, give it to the head 
woodman and ask him to carve it into a simple 
plank of wood. Minutes later he returns with the 
two by four. Pick up the rock at his feet too 


the computer and keep him amused for 
hours. Well, there’s nothing else to do 

so Dug may as well get the game 
which is, of course, Companions of 
Xanth. From here on it’s just like 
loading a real game — stick the disk in 

the drive, turn the power on and throw 

the manual away! 

The game operates in two 
dimensions. Most of Dug’s time will be i 
spent inside the game as an 
adventurer trying to crack the puzzles” ff f 
he’s faced with. He can pull out of the 
game at any time, pausing to grab a | 
bite to eat, call his ex or just bum = 
around the house for a few minutes. Walk to the canyon and place the plank on top of| 
The outside world has no real interest the boulder. Balance the rock on one end of the| 
though, apart from the few culinary | wood and get Nata to whack the ther end ofthe 
delights found in the icebox! Things are | board with her tail. This will send the rock 
a lot more exciting inside Xanth, which | hurtling through the air where it will eventually! 
is where you're headed as soon as you land on the pail, pinning it to the ground 
pick your companion. 














These are the foul censors that are <bleep> censoring the <bleep> village. 


They <bleep> stink, so <bleep> hurry up and get the <bleep> ingredients and 
the <bleep> dousing recipe from <bleep> Fairy Nuff 

















Dug was picked by two demons 


who wagered that the nerdish centaur — half man and half horse. He _ is oh-so true. ot sae 
computer-hacker wouldn’t make it has great strength and speed and also Metria is bad news from the very | 

through to the end of the game. This is possesses magical powers which _ start, crushing Dug under a huge Companions 
obviously your goal then, to make it to make objects feel lighter, therefore boulder before he’s even left the first of Xanth is set 
the end of the game. It sounds fairly allowing him to carry more. Nada Naga __—s room. Che is no better, choosing to in two 
simple, although you do have a little is another strange creature from Xanth. solve puzzles with his hooves rather | dimensions. 
competition to contend with because ‘The top half of her torso is human in than his head. Meanwhile, Sammy the _ | For most of 
another contestant has entered the her appearance although her legs and _ Cat finds what he thinks is the quickest is settee 
same game and is trying to beat the hips are that of a serpent. She is route, opens a booby-trapped door and pe ae: 
game before you. Throughout Xanth however, one of the few Naga who can _ kills everyone in the room. This leaves companion 


you'll get little glimpses of how the 
opposition is doing, which is usually 
better than you according to your ever- 
optimistic companion. 

The land of Xanth is a dangerous 
place — forget Moss Side, you won’t 
last two minutes in this place without a 
native guide, and this is where the four 
companions come in. Each of the four 
Xanthians has their own strengths and 
attributes, so choose wisely. Jenny Elf 
and Sammy Cat work as a team and 
are inseparable. Jenny can sing a song 
which allows her to tap into other 
people’s dreams (A possible entry for 
Eurovision, perhaps?), while Sammy 
has the talent to seek out the quickest 
path to an objective. 














Che Centaur is quite obviously a 


transform into a completely human 
form. 


can be deceiving and in this case this 


Nada Naga. OK, she may look stiff, but 
loosen her up and listen carefully to 


“THE GAME OPERATES IN TWO DIMENSIONS. MOST OF DUG’S TIME WILL BE SPENT 

INSIDE THE GAME AS AN ADVENTURER TRYING TO CRACK THE PUZZLES HE’S FACED 

WITH. HE CAN PULL OUT OF THE GAME AT ANY TIME, PAUSING TO GRAB A BITE TO 
EAT, CALL HIS EX OR JUST BUM AROUND THE HOUSE FOR A FEW MINUTES” 


Finally there’s the Demoness 
Metria. She’s a female demon who has 
a mastery of magic far exceeding that 
of any of the other companions. 
She is however dangerous, being a 
seductress who derives pleasure from 
warped pranks and magical mischief. 
However, she’s got long dark hair and 
wears a lacy pink basque (gulp) so | 
know who I’d choose! Mind you, looks 


her advice and she’ll help you through 
the many hazards of Xanth. The first of 
which is a cave with numerous exits, 
all but one of which are booby-trapped. 
Within minutes Naga will find a way 
out, taking Dug out into Xanth. At this 
point both teams will meet up, as they 
both exit their caves. After a few 
courteous words, Dug and Nada will go 
off in search of Humfrey’s Castle. 
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with his 
parents, | 





Gladys an 
George, D 
can visit the 
icebox for a | 

couple of gold 

| beers anda, | 
| beetroot yi" 
| sandwich, He 
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Once you get 


inside the barrow, 
everything looks 
the same. It’s 
virtually 
impossible to find 
your way around, 
let alone locate 
the exit again... 


«Don’t panic. 
The game has an 
inbuilt map which 
constantly 
updates itself as 
you progress. You 
can also move 
around on the map 
which speeds 
things up a lot 


One of the ingredients for 
Fairy Nuff’s recipe is a firefly, 
but before you can pop it into 
the cauldron you have to 
catch one. Forget the lamp 

4 covers, the fly will just nip in 

+ and back out again before you 
can grab it. Try the sticky 
buttercup instead 





Stuck? Nada no good? Try the Compendium of Xanth 
instead which is the beginner’s guide to everything 

magical and more in Xanth. Find out more about the 
amazing Humfrey or maybe even the sacred panties. 
Yours for a mere $19.99 (luncheon vouchers accepted) 


Take 


Put 
Look at 
J ’ 


» Companions of Xanth is basically a 
long string of puzzles linked together 
with a story-line. Some of them are 
difficult, and some are easy. To solve 
them either seek advice from Nada or 
use any of the objects Dug is carrying in 
his inventory. 

The game is entirely mouse-driven, 
via a series of direction arrows and 
commands on the left of the screen. 
Dug can take and drop objects, as well 
as open doors, look at things and talk to 
other characters. More options often 
appear when using an object — for 
instance, if Dug is holding a bottle of 
mustard he can unscrew the cap, eat 





Forget what your mum said about talking back — if you 
don’t answer how are you going to interact with the 
other characters in the game? A choice of replies will 
appear throughout a conversation, prompting you to 
select the suitable answer 
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well-drawn, but you’ve probably seen 


better elsewhere. The character sprites ieiennsh. an be feriiete 
aren’t particularly good, especially the : : 


digitised scenes where the game cuts to : without thinking, which 


the opposition. The characters are 


awfully blocky and the end result is a 


little disappointing. 

Even though Companions of Xanth 
is easy to play and looks average, it still 
lacks the finesse of many of the other 
games around at the moment, including 
Return to Zork and of course the 
LucasArts adventures. It just didn’t grip 


As soon as you boot up 


: on about “The Game” and 
that you’ve been dragged into 
: compete in a race against 


: time. You must select a 


: world of Xanth 


, P ; i thankfully it’s his upper 
The presentation is very much like : 


the rest of the game — average. The : 
backgrounds are fairly colourful and } 


“EVEN THOUGH COMPANIONS OF XANTH IS EASY TO PLAY AND LOOKS 
AVERAGE, IT STILL LACKS THE FINESSE OF MANY OTHER GAMES AROUND AT 
THE MOMENT, INCLUDING cise tit mas AND OF COURSE THE LUCASARTS 


the mustard or even squeeze it so it 
squirts out of the end. This may sound 
fairly useless, but believe me you'll 
need to use it at some point during the 
game. 

Objects can be used together as 
well. Simply pick up the first item and 
click it on the second. An example of 
this is tying the rope to the anchor — just 
click on the rope, then the tie icon and 
finally the anchor and the computer will 
fill in the missing words. This proves to 
be an easy control method, which is 
also quick to use. The intelligent cursor 
is a great help, highlighting any objects 
on screen and also detailing which 
items can be used together. 


me and after a few puzzles | found little 
enthusiasm to continue. | really like this 
sort of game so | was hoping for 
something special, 
seeing the gags in the Spellicasting 
games, but sadly all | 


particularly memorable, falling in the 
wake of the twisted humour as seen in 
Sam & Max and the Al Lowe games. 
Companions of Xanth isn’t a bad 
game, it’s just not a particularly good 


Zork. Si 








especially after : 


got was a 
mediocre product with little to separate it : 
from the rest. Not even the jokes were : 


the bunch, but that doesn’t 

yes it does actually. She’s a 
‘ ‘ half serpent to you and me) 
one. There are far better point-and-click : 


adventures around and a_ better : 
alternative would be Infocom’s geet to : 


ESbawon 


RUHR 











Companions of Xanth, a tiny 
man named Grundy Golem 
appears on screen. Mumbling 
“Companions”, he explains 
another dimension to 


companion to aid in your 
quest through the hazardous 








PERERA 


Demoness Metria is the 
one to watch out for! 
Clad in a lacy pink 
basque, the Demoness 
is a cunning companion 
who would rather stab 
you in the back than 
help you win. If you 
want to beat Kim to the 
end of the game, don’t 
pick Metria 











Che is a centaur and 


torso that is human —a 
horse’s head on a skinny 
bloke’s body would look a 
bit stupid. Che is strong 
and fast but doesn’t use his 


rush off to solve a puzzle 


usually ends in death 


€firaur 














This duo sounds more like 
something out of a 
children’s book rather than 
cautious Xanthian guides. 
Jenny can sing songs and 
Sammy can walk quite 
quickly, but don’t bother 
choosing this team unless 
you’ve got a death wish 


vanes 
SAMMY TH 














NAR 


i 
Nada is the sensible one of 








mean she’s boring...well, 
Naga (that’s half woman and 


who looks uncannily like a 
blonde extra from Baywatch 
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Pre andthe 


current tagger will 
return to the ship. 
You have to net 
them or they will 
just follow you 
around for a 
while. This object 
in front of me is a 
returning tagger 


Entering base - 150 
klicks and counting. 
Once you are safely 
inside the base you 
can re-arm and refuel 
your ship 





The High Lord Purchaser (just one 
example of the strange characters 
i found within the game) offers you a 
mission. If you manage to find 
= what he wants, you must then 
return and release it from your 
hold. The Purchaser will then beam 
aboard and credit your account 
with a suitable reward 


named after the Roman king 

of the gods, is the largest 

and densest planet in the 

solar system, with a mass which is 

more than two-thirds of the combined 

total of all the known planets. Being 

second in brightness in the night sky to 

Venus, Jupiter has a characteristic giant 

red spot swirling throughout the 
atmosphere. 

In 2124 life has been found in the 

incredibly hostile atmosphere of Jupiter. 

Previous probes sent into the gas 

















giant's atmosphere had = shown 
pressures of millions of atmospheres, 
clouds of boiling molecular acid, and 
winds of over 700 miles per hour. Built 
with existing technology, the probes 
lasted only seconds. 

A recent breakthrough in technology 
enabled another probe to last for longer 
within the severe conditions of the 
atmosphere. Recordings of strange 
magnetic and gravitational anomalies 
and unrecognisable life readings were 
beamed back to the researchers before 


Eye Of The Storm 





Rebellion 





Dos 2.0 Min, 2Mb RAM, 286, CGA/EGA/VGA, 
1.47Mb Hard Drive (can be run from floppy), Mouse 


Soundblaster, AdLib Sound Cards 





EYE OF THE STORM 













Grey whales are pretty 
common in the frontier 
zone. You should be able 
to earn a bit of cash by 
tagging one and 
following it around. 
Listen out for the whale 


abruptly and unexpectedly ceasing. 
Scientists discovered that the probe had 
been consumed by one of the creatures 
that it had been scanning. 

Within seven days of the publication 
of these findings, the ‘Eye’ was declared 
a frontier zone, and thus became 
lawless. Within two days of this 
declaration the first hunters appeared 
amongst the swirling red atmosphere to 
kill the strange creatures they found 


song as these creatures 
detect your friendly 


had been recorded and assimilated the 
frontier zone within the red spot of 
Jupiter would be adopted into the 
normal system of laws. 

You may be wondering where you fit 
into all this? Well, as an Interplanetary 
Conservation Executive (ICE) it is your 
job to brave the conditions within the 
Eye in order to survey and map out the 
new frontier zone. Unfortunately there 
are more than just harmful gasses to 


“ON JUPITER YOUR MAIN TASK IS TO SEEK OUT AND CATALOGUE ANY LIFE 
FORMS FOUND MEANDERING THROUGH THE ATMOSPHERE” 


there and to send back their TV pictures 
to a blood-hungry audience. 

Politicians of the United Worlds 
passed a motion of supreme legislature 
to promote the exploration and 


expansion of humankind into deeper 
reaches of the galaxy. The council 
decided that when all of the new data 





High radiation levels keep you within the playing 
area. If you ignore these radiation warnings you will 














soon die balance 
Latitude nap| j Tie) ee: “| — 
co-ordinates 
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Distance to 
target object 







Operational weapons system 


(H-missile) mapped objects 


This hunter got too close for his own good. Getting 


Long-range scanner showing 





contend with on the surface of the 
planet. Unscrupulous entrepreneurs 
have designed blood games to be 
played out in the zones, to be 


transmitted back to the countless bored 
millions sat glued to their screens back 
on Earth. All craft (even your ICE 
vehicle) are fitted with transmitting 








involved in a few skirmishes never hurt my bank 
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I’ve just tagged one of 
the warp gates with a 
camera. The bottom- 
right display window 
shows the view from 
the camera — it can 

5 see my ship entering 
=) through the gate 





cameras, and the giant  holovid 
corporations pay big bucks for any 
footage they broadcast to their viewers. 
In order to earn money, which in turn 
will enable you to upgrade your ship, 
you must play the corporations at their 
own game by engaging hunters in 
combat. The more exciting your 
exploration becomes, the more you are 
paid. 

On Jupiter your main task is to seek 
out and catalogue any life forms found 
meandering through the atmosphere. 
You begin the mission at the ICE base 
which is suspended in a ‘safe’ area of 
the planet (ie in the centre). Taking 
control of your craft you can then exit 
the base to explore the environment. If 
any life forms can be caught within view 
of your craft they can then be identified 
by a single press of the ‘I’ key. > 


RVIEW — 


Longitude map 
co-ordinates 









Financial status 
(money) 


31130 





Short-range combat 
scanner 


Status bars: 
yellow — speed, orange — fuel, red - shields 


Pod remote view (cycle through 
cameras by pressing ‘C’) 
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When you first 
begin the game 
you will no doubt 
notice the two 
alien artefact 
rings floating near 
the base. Here’s a 
tip: shoot them 
(they will split 
apart) then put 
one near your 
base and carry the 
other with you. If 
you drop the 
carried artefact 
you should then be 
able to fly through 
it and come out by 
the other one near 
your base! 





Keep your fuel supplies 
topped-up, especially for 
those long journeys. Also, 


FUEL never jettison your last 
Buy FUEL 


remaining fuel pod into 
space — you will end up 
stranded 


PUBDHABE EQUIPMENT, 


Challenged by a rival programmer (who claimed that 
they would not be able to incorporate curved vectors 
into their game) the Rebellion programmers decided 
to prove him wrong by adding The Curves Of Ptake 
into the game 


CURVES OF PTAKE 


>» If you need to analyse the creatures 
further you can net them and return to 
base to examine your cargo. A number 
of useful pods are available for 
purchase at the ICE base... 

Tagger camera pods can be fired 
towards most encountered objects 
so that they can be tagged and 
monitored via the pod remote screen. 
Sentinel pods are jettisoned into the 
atmosphere and act as unmanned 
probes — silently drifting, gathering 
information. Defence pods __ stay 
positioned once dropped, but they track 
any nearby moving objects. 

Finally, salvage pods can be used 
to ransack any space junk you may 
create or find floating in space (destroy 
a robomachine body and search its 
interior..,). Ship upgrades in the form of 
better engines, advanced shielding and 








Lasers are only really effective at short range. Unless 
your target is pretty slow moving it may be better to 
try one of the two types of missiles 








T1BSHB CREDITS 
ULTIMATE ENGIN 

TOP SPEED: Std. ies 
ACCELERATION: 

FUEL COMSU 

PRICE: 30000 


Buying a decent engine 
should be a priority. The 
ultimate engine is exactly 
that - the best you can buy. 
At that price I’m not 
surprised either... 


ENGI 
NEXT ENMGIME 


PURCHASE EQUIPMENT 





fuel replenishment can also be bought 
from the base. 

Strange characters (usually 
represented by bizarre, alien-shaped 
spacecraft) inhabit the hostile 
atmosphere. If you approach within 
their scanning range they will 
communicate with you — usually to offer 
you a mission in the form of a search 
and retrieve task. Please these 
characters by fulfilling their requests 
and you will be amply rewarded. 

Scattered throughout the playing 
area are mysterious alien artefacts that 
can sometimes be interacted with. 


the bottom are three thin lines of 
different colours. The yellow line is your 
current speed, the orange line is 
current fuel levels, and the red line is 
shield status. The central cross-hair 
can be toggled through a number of 
different modes — net, object release, 
map, H-missile, missile and laser. 
Above the cross-hair (but only when an 
object is detected by the ship) is a 
distance indicator, and laid neatly 
around the centre are heading, pitch 
and map co-ordinates. 

At the bottom-left of the window is a 
long-range scanner (any objects added 


“HAVING BEEN UNDER DEVELOPMENT FOR APPROXIMATELY THREE YEARS, 
SOME GAME PLAYERS MAY FEEL THE GAME LOOKS DATED. THIS IS NOT THE 
CASE, AND WHILE | FEEL THAT EOS IS PROBABLY ONE OF THOSE GAMES THAT 
YOU WILL EITHER LOVE OR HATE, | CAN HONESTLY SAY THAT | BECAME 
COMPLETELY CAPTIVATED BY THE ‘SERENE’ NATURE OF THE GAMEPLAY” 


Some of these can be used as portals 
to far-flung corners of the atmosphere, 
while others seem to serve no purpose 
at all. Most of them present some 
puzzle or other to the player and only 
through experimentation can_ their 
secrets be unlocked. 

The view from the cockpit of your 
craft is kept simple but works well. At 


LORDISHYE GATE 





Current mission status — I’ve not completed any 
missions as yet, but my exploration is paying 
dividends. Now where were those damn zipfish? 


to the map are shown here) and the 
middle panel is a shorter-range version. 
Any pods transmitting TV pictures can 
be monitored using the right-hand 
window, while pressing ‘C’ cycles 


through the channels. Controlled using 
a mouse, the ship handles surprisingly 
well and can really zip about when 
engine power is boosted. 





The Eye of the Storm is a sea of gas overflowing with 
life. It may come as no surprise to hear that the 
designer of EOS is a zoology graduate 





Eye Of The Storm is a brave game. 
Having been under development for 
approximately three years, some game 
players may feel the game looks dated. 
This is not the case, and while | feel 
that EOS is probably one of those 
games that you will either love or hate, | 
can honestly say that | became 
completely captivated by the ‘serene’ 
nature of the gameplay. 

Of course, it’s not all about tagging 
huge whales or swimming alongside 
dolphins — there’s also plenty of 
blasting to be had too. Deadly hunters 
constantly harass your craft (they can 
be taken out for extra cash bonuses), 
and deadly robomachine bodies float in 
space firing a constant stream of 


EYE OF THE STORM 


| AN HUHGR YT, BRING HE A ZIPFISH 


for sheer size. There ARE lots of things 
to find — it’s just that you’ve got to look 
for them! When you are given the 
opportunity to increase your shields you 


“{T'S REFRESHING TO SEE SOMETHING SO DIFFERENT HITTING THE PC MARKET - 
NOT ONLY IS THE CONCEPT OF THIS GAME AN EXCEPTIONAL PIECE OF GAME 
DESIGN, BUT THE GAME IS ENGROSSING AND CHALLENGING TOO” 


homing missiles in your general 
direction! 
The playing area is huge but 


somewhat empty — you can fly around 
for a while without encountering 
anything, but this is the price you pay 


are then allowed to venture further 
down into the high-pressure areas of 
the frontier zone. As you would expect, 
the creatures down here are very rare 
and very strange (just where the hell 
are those cleaner fish?!). 





What's a zipfish? 
Some of the rarer 
creatures can only 
be found in the 
deadly upper and 
lower regions of 
the atmosphere. 
You will need to 
buy an improved 
ship 


At nearly 40 quid | think EOS is _ superstructure to 
slightly overpriced, but don’t let that put ona to reach 


you Off. It’s refreshing to see something 
so different hitting the PC market — not 
only is the concept of this game totally 
original, but the game is engrossing 
and challenging too. Sure, the graphics 
aren't brilliant and the sound is sparse 
(except for the excellent ambient music 
during the intro sequence), but it’s the 
gameplay that counts here. If you’re 
looking for something different, easy to 
play and simple to control, then try Eye 
Of The Storm — it might just be your 
cup of hydrogen. SCORE kKk&*K* 
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—_—: CREATIVE REBELLION 


Oxford-based Rebellion is a nine- 
man development team working 
on a number of exciting new 
projects. At the moment it is 
concentrating its efforts on games 
for the new Atari console, the 
Jaguar with Alien Vs Predator and 
a racing game with the working 
title of Chequered Flag Il. It also 
has a number of potentially 
exciting PC products in the 
pipeline. PC Player spoke to 
Creative Director Jason Kingsley 
about Eye Of The Storm and 
beyond... 


P€ At the time when you initially 
came up with the concept behind 
Eye Of The Storm, were your 
nightmares particularly violent? 


(Laughs.) No, | did a zoology 
degree at Oxford University and 
I’ve always been interested in 
ecosystems and fantastical 
creatures. Also, I’ve always been 
interested in the way that 
fantastical creatures, if they lived, 
would function. What is the use of 
a unicorn’s horn and sky whales? 
What do they eat? It was kind of 
fun making up environments 
for them and I suppose that 
manifests itself in Eye Of The 
Storm. 


P€ Are you into astronomy too? 


Not in a big way, but I do like 
finding out about what’s out there. 


PC Do you read Focus [top 
feature-based science magazine — 
Ed]? 


Yes, occasionally. 


PC Eye Of The Storm seems to be 
the kind of game that someone 
would write having read quite a 
few issues of Focus. (Laughs.) 


Speculative science fiction is 
always interesting and it 
always comes up with some 
marvellous concepts. I’m also 
fairly anti-exploitative media, 
which | think also comes across 
in the game. 


P€ How long has the game been 
in development? We remember 
seeing early versions of the game 
some years ago. 


lt may well have been in 
development for three and a half 
years. 


P€ why has it taken so long to 
create? 


Well, it was originally going to 
be published by another company 
and for a variety of reasons that 
wasn’t going to go ahead. We 
took it back and have been 
working on it as a background 
project, so it’s kind of been a part- 
time project for us for the better 
part of 18 months. Also, because 


the industry keeps moving 
forwards so quickly, we had to 
keep on adding more than we 
originally thought we were going 
to add to enable the product to be 
marketable. There’s still a lot more 
that we would have liked to have 
added — we wanted to put texture- 
mapping in there, but that would 
have required a complete re- 
writing of the 3D system that 
would have taken another six 
months. We’re hoping to do a 
follow-up with full texture- 
mapping in it. 


PC Will it be set on Jupiter again, 
or are you going to move onto 
another planet? 


We will probably move onto 
one of Jupiter’s moons — probably 
Titan or lo, because some of the 
stuff we’ve been reading about 
them is just fascinating. They’ve 
got six kilometre long ice-sheets 
then a sea underneath. Now that 
would be an interesting 
environment. 


P€ Have you thought about 
Venus, because that could be 
quite interesting? It’s the hottest 
planet in the solar system, it’s got 
thick, turbulent clouds, it’s got a 
surface... 


That’s true. In the next one we 
definitely want to have a surface. 
With Eye Of The Storm we 


deliberately didn’t have a surface 
because we thought it would be 
different, and | think to a certain 
extent the game does suffer 
because you're kind of floating 
around a lot. It is a potential 
problem, but at least it’s a 
different environment. 


PC How many species of creature 
are there in Eye Of The Storm? 


There’s about 140 of them. You 
have to go into some of the higher 
and lower reaches of the 
atmosphere to come across 
them. 


P€ what other PC stuff are you 
working on that you can tell us 
about? 


| like creating ‘simulations’ and 
things that can almost run 
themselves, but you also have to 
interact with them as well to keep 
things going. We’ve got two 
projects in development that are 
reasonably close to fruition. One’s 
called The Village which is based 
on an old game that I once wrote 
on the BBC, with the idea being 
that you’ve got to build a village 
up from a piece of scrubland 
protecting it from Viking raids and 
eventually building it into a town. 
I’ve done quite a lot of research on 
that as well, using the Bodleian 
library in Oxford, to try and make 
it reasonably accurate. 
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American cousins have been 
going bonkers over this latest 
release from Microprose for some 


time now. Blending a clever mixture of 
Civilization-style strategy with space 
age concerns and alien races, the game 
has established itself as a classic 


To be truthful, the game really is a 
potential social-life wrecker. As soon as 
it grabs hold of you with its compulsive 
gameplay and wicked, wily ways you'll 
soon find yourself totally ignoring those 
around you as you pursue a quest for 
galactic domination. Remember the 


“AS SOON AS IT GRABS HOLD OF YOU WITH ITS COMPULSIVE GAMEPLAY AND 
WICKED, WILY WAYS YOU’LL SOON FIND YOURSELF TOTALLY IGNORING THOSE 
AROUND YOU AS YOU PURSUE A QUEST FOR GALACTIC DOMINATION” 


strategy game that is not only extremely 
playable, but also original in concept. 
Although available on import for at 
least a couple of months, the title has 
only recently seen a UK release (by the 
time you read this it will have been 
available for nearly a month) and 
expectations for the product are high. 


way Sim City sucked you in the first 
time you played it? Well, this is just the 
same...except this time you’re trying to 
take control of the entire universe. 

The game is a fairly simple resource 
management system that introduces a 
number of competitive elements in the 
shape of exploration, conflict and 


planetary exploitation. By taking on the 
role of leader of one of 10 different 
races you are plunged into a position 
whereby you have to spread your 
people throughout the cosmos, laying 
waste to all who stand in your way. The 
ultimate goal is to rule as much of the 
galaxy as possible and have yourself 
ensconced on the imperial throne as 
emperor. 

In order to make things a little easier 
to get into, the game offers you the 
opportunity of customising the set-up of 
your universe before you have a crack 
at taking control of it. You can specify 
the size of your little galactic plaything, 
the number of races you'll be confronted 
with (anything from one to nine others), 
as well as a basic difficulty setting that 
effectively runs something along the 
lines of hard, harder or bloody 
impossible. 

After choosing your own race from a 
host of weird and wonderful creations 
including mechanoids, insect creatures, 
bears, shape-shifters and boring old 


Human Scientist: 
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‘One of the best means of 
advancing through levels of 
technology is to trade information 
with another race 


Having explored a sector you can then send a colony 
ship to claim a new world for your empire. As soon as 
your people are established you must begin both 
production and research immediately 


Io the year 2487 the Ailkaris form a new colony 





resources at any one time only 
providing you with more of something 
that you already have. So, as an 
ongoing background process you also 
need to decide what areas of science 
you want your people to be focusing 
their abilities on. You have six different 
scientific areas that can be researched: 
computers, construction, force fields, 
planetology, propulsion and weapons. 
As with the resource management 


“BY TAKING ON THE ROLE OF LEADER OF ONE OF 10 DIFFERENT RACES YOU ARE 
PLUNGED INTO A POSITION WHEREBY YOU HAVE TO SPREAD YOUR PEOPLE 
THROUGHOUT THE COSMOS, LAYING WASTE TO ALL WHO STAND IN YOUR WAY” 


humans, you then find yourself in the 
unenviable position of ruler of a single 
home world. From here on every 
decision you make will effect your 
standing in the overall workings of the 
cosmos. 

Development of your species is 
extremely simple and is based entirely 
around technological and_ industrial 
development. Initially you only have to 
worry about the planetary production of 
a single world, but later in the game 
you'll find yourself. juggling with the 
abilities and needs of many different 
systems. 

All development is controlled 
through the allocation of resources 
(measured in BCs — billions of credits) 
to different areas of research and 
industry. Your interface is a simple bar 
down the side of the screen that 
provides you with the necessary 
controls for changing the productivity of 


your people. 
Production is divided into five 
different categories: starship 


construction, defence budget, factory 
construction, ecology and technological 
research. You can allocate a 
percentage of your funds towards any of 
these sectors at any time, however the 
increase of resources into one area will 
be at a cost to another. You have 
limited BCs and these must be allocated 
wisely if you’re to succeed. 

Technology is also extremely 
important, with the allocation of your 


element of the game you only have a 
limited amount of research that can be 
done at any one time, so you have to 
allocate a percentage of your scientific 
body towards one of the six areas. 

The game progresses through a 
series of turns, each lasting one year 
and during each turn you can effect any 
area of your development. At early 
stages of the game it’s prudent to 
develop a single system and establish it 
as a strong centre for your race, 


Combat is possibly the simplest element in the game. Your 
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however as you strengthen your empire 
it soon becomes time to spread your 
wings and colonise other star systems 
that all offer different kinds of planets to 
take advantage of. For this you need 
ships...and lots of ’em. 

The construction of a starfleet is a 
simple task — you can divert funding 
towards your ship construction industry 
and specify what kind of a craft you 
want to build. Initially, you have six 
designs that cover basic scout ships, 
fighters, bombers, destroyers, battle- 
ships and colony craft. Early exploration 
and colonisation will involve scouts and 
colony craft, but as you encounter other 
races you will find an increasing need 
for military power. 

As your scientists improve the tech 
level of your race you can enhance your 
starfleet with newly discovered 
weapons, engines and shields. Sections 
of your fleet can be decommissioned at 
any point, and new, enhanced vehicles 
can be constructed to take their place. 
However, as with anything else in the 
game this takes time, money and 
resources. > 






i ARiLES RSBEE nat | 
ships appear on the left, while the enemy moves in 


from the right. Your control simply covers directional movement and the aiming of your weapons systems 
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Everything from 
ecological 
improvements to 
hasic scientific 
needs can be 
exchanged. 
Keeping in contact 
with another race 
is vital and any 
exchanges you 
may have made 
will stand you in 
good stead for 
future encounters 











Once the defences 
have been 
penetrated a 
ground war 
ensues. Only the 
troops with the 
best weapons and 
personal shielding 
will prevail. 
Victory for the 
enemy means a 
complete take- 
over of the colony 





An alien race bombards your planet. Can your 
planetary defences hold out before all-out war 
begins? 
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» Communication with other races can 
be either beneficial or detrimental to 
your development. Early on you’ll often 
find that you are technologically inferior 
to your galactic neighbours and alliances 
and_ pacts are often a sensible means of 
keeping the peace. Audiences with the 
other races can often be useful because 
technology can be traded and trade 
agreements established which will assist 
your economy. As you grow in certain 


enough to withstand a nuclear bombardment? 


ORBITAL BOMBARDMENT 


Your enemies sit in orbit, bombarding your planetary shields with everything they’ve got. Are your shields tough 
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within a fleet can move according to the 
abilities of their engines and fire 
whatever weapons they have available. 
Control of this is extremely simple and 
involves moving each craft in turn to a 
suitable point on a single screen and 
then targeting an enemy to fire upon. 

If anything, this ship-to-ship warfare 
is actually the simplest element of the 
whole game, and while quite effective, it 
is possibly the least tactical element of 


“BEYOND SPACE WARFARE YOU ALSO HAVE THE DIRTY BUSINESS OF WIPING 
OUT AN OPPONENT’S PLANET. SENDING BOMBERS INTO ORBIT AROUND YOUR 
ENEMIES’ PLANET WILL RESULT IN A MASSIVE NUCLEAR BOMBARDMENT 
FOLLOWED BY A MINOR GROUND-BASED SKIRMISH” 


areas though you'll soon find that you 
have something to offer and will begin to 
find yourself in a position of power. 

If agreements and diplomacy don’t 
appeal to your way of thinking you can 
always resort to espionage and 
sabotage in order to get the upper hand 
on your galactic buddies. As _ with 
anything else you can divert a proportion 
of your planetary resources to the 
‘secret service’ and sit back to see what 
your spies can dig up. 

More often than not, relations will fail 
and inevitably war will break out. 
Starships will clash, planets will come 
under attack and only the tech- 
nologically advanced will prevail. 

Ship to ship warfare is carried out in 
a very simple turn-based grid baitle 
system that places ships in the same 
sector of space against each other. Craft 


the whole proceedings. Unfortunately, 
regardless of your tactical abilities as an 
experienced strategy gamer, if you’re 
outgunned you’ve had it and the only 
alternative to destruction is running 
away with your tail between your legs. 





Seeking an audience with another race can lead to 
either helpful trade agreements, or war. Diplomacy is 
of paramount importance if you are to exploit the 
relationship 





‘The scale of the game depends on how big you want — 





It's a shame that these minor skirmishes 
aren’t a little more tactical because they 
do tend to mar what is otherwise a 
brilliant game. 

Beyond space warfare you also 
have the dirty business of wiping out an 
opponent’s planet. Sending bombers 
into orbit around your enemies’ planet 
will result in a massive nuclear 
bombardment followed by a minor 
ground-based skirmish. 

As with ship-to-ship warfare, ground 
assaults are seriously affected by your 
militia’s tech level. Superior weapons 
and shielding are the only assurances 
for success because ground warfare is 
totally automated. It’s advisable to 
ensure that at least one system in your 
empire is geared totally towards military 
activities because conflict is a necessary 
part of galactic domination. Having a 
resource of strong ships and ground 
forces is an absolute must. 


(Galany Mey 


the playfield to be. For beginners a medium sized 
galaxy is recommended so you have enough room to 
spread out and hide any ghastly mistakes you make 


The state of each system must 
be monitored at all times to 
ensure that its population, 
industry and defences stay at 
an optimum level, while waste 
is kept to a minimum 


Once an empire has reached a certain 
level of domination the ruler is 
nominated for the position of emperor. 
Relationships with other races are 
vitally important if the two-thirds 
majority required is to be attained 


The High Council hes canVeneo to eBlect one leader to be 
Emperor of the Galaxy... 


To sum up, | can do very little but highly 
praise Master of Orion. It’s a high quality 
game which blends strategy, tactics and 
management into an accessible and 
playable game which has an almost 
infinite number of permutations. Part of 
the beauty of a game like this is the fact 
that you can play it in a totally different 
way each time you play. 

As far as criticisms go, | don’t really 
have that many. Admittedly, some of the 
combat makes you feel a little 





disagreement with a couple of widely- 
used mouse drivers on our machines. 
Both our Microsoft and Logitech drivers 
caused a number of problems, the most 
tedious of which involved the cursor 
jumping about all over the shop after an 
icon had been clicked on. Although not 
earth-shatteringly detrimental to 
gameplay this is a simple technical fault 
that can get a little tedious. Whether or 
not this is a widespread problem is 
unclear but the same trouble was 


“| CAN DO VERY LITTLE BUT HIGHLY PRAISE MASTER OF ORION. IT’S A HIGH 
QUALITY GAME WHICH MANAGES TO BLEND STRATEGY, TACTICS AND 
MANAGEMENT INTO AN ACCESSIBLE AND PLAYABLE GAME WHICH HAS AN 
ALMOST INFINITE NUMBER OF PERMUTATIONS” 


‘detached’ from the action (as 
previously mentioned), but aside from 
that, the system manages to keep you 
feeling in control for most of the time. 
The control system is clear and concise 
and the use of simple distribution bars 
ensures that you always have as much 
information at your fingertips as 
possible. 

The only problems we encountered 
regarding the controls was the fact that 
the game seemed to have a bit of a 





De — 
News of various events is communicated through the 
Galactic News Network. Anything, from terrible 
diseases to news of colony threatening disasters, is 
reported here 


encountered on both a badged machine 

and a PS/2 — so who knows? 
Presentation-wise the game is of a 

consistent quality. While none of the 


























2282 Racial Stats 
blest Sirength 


Pechaulnsy — 


Pregustion 


visuals used will win any awards, 
everything is clear and concise and 
easy ta access — with a possible 
exception of the font which has been 
used to display information. It’s only 
another minor quibble, but | prefer to be 
able to read on-screen prompts without 
having to work out what certain letters 
are. Aside from this, everything is more 
than adequate. It’s worth noting here 
that the music for the game was 
produced by the same chap who 
composed the tunes for the Wing 
Commander series of games and it 
sounds pretty damn smart through a 
Roland card. 

If you’re a lover of games such as 
Civilization, or even Mega-lo-Mania this 
will certainly appeal. It’s a good quality, 
well-rounded product which should 
manage to hold your interest for some 
considerable time. SCORE Kk** 
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Panietied 


Planets 


Forel Power 


At any point you 
can keep track of 
how far an alien 
race has 
advanced. It’s 
always a good 
move to suggest a 
trade if they get 
too far ahead of 
you! 


You can keep track 

5 of, and alter the specs 
» of your fleet at any 

> point in the game. 

| Once a design of 
‘vehicle is out of date 
you need to 
decommission the 
craft and construct a 
newer, more advanced 
vehicle to take its 
place 










TECHNICAL 
SALES LINE 
081-343 9933 


MultiMedia 


TT ave | (-t-9 


Complete MPC Upgrades 
for your PC including all 
leads, instructions and 
driver software: 


TOSHIBA 3401 
MULTISESSION PACK 
Toshiba 3401 Twinspeed drive 
Orchid Pro card 

Orchid SCSI Upgrade 
Speakers & Microphone 
Kodak Photo CD Software 
Internal 

External 


£447 
£552 


MITSUMI FX-001D 
MULTISESSION PACK 
Mitsumi Multisession Twinspeed 
drive 

Soundblaster Pro card 
Speakers & Microphone 
Grolliers MPC Encyclopedia CD 
Kodak Photo CD Software 


Internal £298 


PANASONIC 562B/S 
MULTISESSION PACK 
Panasonic 562 drive 

Soundblaster Pro card 

Speakers & Microphone 

Groliers MPC Encyclopedia 

Kodak Photo CD Software 

£273 
£338 


Internal 
External 





GRAVIS 
ULTRASOUND 3D £129 


CD quality sound card x 
32 digital audio voices sek 
16 stereo digital voices eG 
256K upgradable on-board memory 
DOS and Windows utility software 
GALAXY NxXIl £78 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

CD-ROM interface 

Midi / game port 


Free speakers 
DOS and Windows utility software 


GALAXY NXPRO16 £142 
Fully featured stereo card 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

Universal CD-ROM interface 

Midi / game port 

Free speakers 

DOS and Windows utility software 


ORCHID SOUNDWAVE 32 
SERIES CARD £172 
Fully featured 16 bit stereo card 
Soundblaster Pro, Adlib, Pro Audio 
Spectrum, MPU-401 compatibility 
Multi CD-ROM interface 

Midi / game port 

Free Speakers 

DOS and Windows utility software 


ORCHID GAMEWAVE 32 
SERIES CARD £128 
Same as SOUNDWAVE 82 but 
without the Windows Sound 
System. 


ORCHID 
SOUNDPRODUCER £42 
Soundblaster V.2 & adlib compatible 
Midi/game port 

Free speakers 


ORCHID 
SOUNDPRODUCER 
PRO £79 
Fully featured stereo card 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

At-bus / SCS! CD-ROM interface 
Midi/game port 

Free speakers and microphone 
Free Orchid Voice Note software 


PORTABLE SOUND 
PLUS SYSTEM £134 
Fully featured Portable Audio Unit 
Soundblaster & Adlib compatible 
Utilizes Parallel Port 

Pass thru connector 

16 bit Stereo 

DOS and Windows utility software 
BI yr 

IBM Approved os 


Soe 





CD-ROM 


Drives 





TOSHIBA 3401B/S 

200ms Access time 

830KB per second transfer rate 
XA standard 

Single & multisession 

Complete with SCSI interface card 
and cables 


FREE PHOTO CD SOFTWARE 
Internal £344 
External £448 





TOSHIBA 4101B/S 

350ms Access time 

300KB per second transfer rate 
XA standard 

Single & multisession 

Complete with SCSI interface card 
and cables 

FREE PHOTO CD SOFTWARE 


£246 
£317 


Internal 
External 


MITSUMI FX-001D £158 
320ms Access time 

300KB per second transfer rate 
Complete with interface card and 
cables & driver software 
Multisession & Dual-Speed 
Photo CD software £18 
PANASONIC 562/563 
320ms Access time 

300KB transfer rate 

Multisession and Dual-Speed 
Direct connection to Soundblasters 
Includes software drivers & cables 


Internal £158 
External £218 
Interface Kit £24 
ORCHID CDS * 
320ms Access time eal 
300KB transfer rate + 


Multisession and Dual-Speed 
Complete with 16-bit interface card 
cables & driver software 
Internal £173 
NEC 74/ 84 

Multisession and Dual-Speed 

XA Complient 

280ms Access time 

300KB transfer rate 

Complete with SCSI interface card 
and cables 

Orchid Producer Pro compatible 


£282 
£366 


Internal (84 Model) 
External (74 Model) 


PIONEER DRM604X 
AUTOCHANGER) § £955 
Six Disk Auto-Change Magazine 
Quad speed 

600KB per second transfer rate 





ROMBO VIDI PC 
CAPTURE CARD 

4096 colours at 1024 X 768 
Capture time of less than one 
second 

Pal, NTSC, composite, s-video or 
RGB 

Free Photofinish software 


12 BIT Version £162 
24 BIT Version £178 
ROMBO MEDIA PRO 
PLUS MOTION & SOUND 
CAPTURE CARD 

Real time digitising 

Pal, NTSC or s-video 

2 Stereo Speakers 

Headphones 

Free Photofinish software 
Standard Version £224 
High Res Version £238 





Operating 


Systems 





Dr Dos 6/Novell Lite £39 
OS/2 £89 
Windows 3.1 Upgrade £39 


Windows 3.1 Full £72 
Windows NT £292 
MS Dos V.6 £49 


Fb 


TOP QUALITY SPEAKERS 
CS-150 with Power Boost 

CS-180 with Monitor Brackets £19 
CS-550 with 4w Power Boost £23 
$S-700 with 3 band equalizer £26 
CS-900 with 7 w Power Boost £52 
CS-1000 Under Monitor Unit £62 


Pine Amplified with Bass £9 
Screenbeat £19 


Westpoint Pro £29 
Zy-Fi £33 
Zy-Fi Pro £49 
Altec Pro £249 


THE 
“MAGIC MEDIA: 
PROMISE 


WE WILL 


BEAT ANY 
ADVERTISED 
PRICE!! 


SUBJECT TO STOCK 








LTIMEDIA MEANS BUSINESS 


Video Boards 


PC-TV-VIDEO 

OUTPUT MODULE £96 
PC Output to video or television 
Composite Pal, Scart 

External Unit 


VGA Splitter Box £57 
Connection of up to 3 VGA Monitors 
Colour or Mono 


MULTIGEN GENLOCK 
ADAPTOR £274 
Genlock overlay facility 

RGB, S-Video and Composite output 
S-Video and Composite input 
640x480 Resolution 

256,000 colours 

Flicker reduction filter 

PAL & NTSC compatible 


INTEL PC VIDEO 
CAPTURE CARD £374 
Composite & S-VHS input 
One-step capture & compression 
Super compression 

On-board I-750 processor 
Records 15 frames per second 
Free Video for Windows, Compel, 
MediaBlitz and Gatekeeper CD-Rom 


Multimedia 


Accessories 











SBlaster V2 Speaker Adaptor £14 
Disk caddy £4 


a.c. adaptor £9 
Photo CD software £18 
CD Case £9 
Orchid SCS! upgrade £22 


Soundblaster developers kit £48 


Videoblaster developers kit £48 
Midi adaptor kit £21 
Video Titler System £99 
Video Director £129 
Analogue 'Y' cable £9 
Microphone £12 
Headphones £8 
Earphones £7 


20m Headphone Extender £5 


Gravis Analogue Pro = £32 
Gravis Gamepad £19 
Westpoint Flightstick £31 
Quickshot IBM £12 
Winner 2000 Yoke £35 


XT/AT Game Card £13 
Logitech Serial £26 
Logitech PS/2 £36 
Magic Media Serial £10 
Logitech Cordless £68 


Logitech Trackman Portable £60 
Mouse Mat £2.50 


“MULTIMEDIA MEANS BUSINESS 3] By] 


w= REATIVE 


BLASTER 


All in one sound card 
Speech/music/voice/midi 
Game port 

Lemmings & Indy 500 eos 


Free Speakers peo 
£58.00 pes 


Sound) 





=) Ae ol eS 


ASP 


Fully featured 16bit stereo 
Speech/music/voice/midi 
Multi CD-Rom Interface 

HSC Interactive 

PC Animate & Voice Assist 
Free Microphone 

£165.00 

£192.00 scsi-2 VERSION 














BLASTER 
Pro 





Fully featured stereo card 
Speech/music/voice/midi 
CD-Rom Interface 
Lemmings & Indy 500 games | 
HSC Interactive 

MPC Encyclopedia on CD 
Free Speakers 


£88.00 


COE 


Soundblaster Pro 16 card 
Panasonic Twinspeed Drive 
Twinspeed & Multispin 
Speakers & Microphone 
Bundled CD Software 
£434.00 








THE REST? OF THE CREATIVE RANGE: 


VIDEOBLASTER 
FULL MOTION CAPTURE CARD 


VIDEOSPIGOT 
SCREEN TO DISK VIDEO CAPTURE CARD 


WAVEBLASTER 
ADD MORE SOUNDS TO YOUR SOUNDBLASTER PRO 16 CARD 


Maths 
CoProcessors 


Memory 





Upgrade Kits 


UPGRADE YOUR 
COMPUTERS MEMORY WITH 
OUR TAILOR MADE MEMORY 
UPGRADE KITS. ALL MEMORY 
KITS INCLUDE ANTI-STATIC 


Increase the speed of your maths 
intensive applications: 


80287-XL (12Mhz) £35 
80387-16SX (16Mhz) £44 


WRIST STRAP AND FULL 

80387-20SX (26Mhz) £44 
FITTING INSTRUCTIONS. a0287-255% esa o47 

i 80387-33SX (33Mhz 

SUITABLE FOR 886/486 PC'S EN Te eM) £54 
2MB £72 ee a (BoM) oe 

80387-25DX (25Mhz) 
ome vai 80387-33DX (33Mhz) £58 
PLEASE CALL FOR MACHINE  80387-40DX (40Mhz) £60 
COMPATIBILITY AND 


INTEL also available call for prices 


UPGRADE PATHS 


MAGIC MEDIA SUPPLY PARAGON 
MEMORY WITH A LIFETIME WARRANTY 


CALL TECHNICAL SALES FOR 
CURRENT PRICING 





MULTIMEDIA UPGRADES TAILOR MADE TO YOUR REQUIREMENTS 


CALL TECHNICAL SALES 


miss 


081 


£244.00 
£214.00 
£138.00 


MIDIBLASTER 


£176.00 


ADD ON MIDI MODULE WITH 216 PRESETS 


TV-CODER 


£128.00 


OUTPUT FROM PC TO TV OR VIDEO 


A.D.S.P. CHIP UPGRADE 


£49.00 


UPGRADE PRO 16 TO A.D.S.P. 


CD ROM TITLES 














AMERICAN HERIT. $48 DAY OF THETENTACLE £28 § BUSINESS BGNDS £22 
ANIMAL ENCY £39 DUNE £28 CLIPART GOLIATH £10 
COMPTONS ENCY £190 REBEL ASSAULT £33 COREL DRAW3 £69 
DICTIONARIES £14 RETURN TO ZORK £29 COREL ARTSHOW £25 
ce aRSM Geography [nS 
HUTCHINSONS £68 eograp y ally eee 
ee ENCARTA £188 ISLAND DESIGNS £24 
S BOOKSHELF £44 GLOBALEXPLORER £78 gr aNDGIRLS $19 
MULTIMEDIA ENCY £219 GREAT CITIES | £30 JETS AND PROPS 204 
wg net ls £28 GREAT CITIES II £30 LIBRARY CLIPART £29 
TERRORIST PROFILES S19 © GREATCITIESII © £38 MONEY, MONEY £24 
LONDON £29 MANY TYPEFONTS £10 
MAJESTIC PLACES £24 PUBLISH IT! £68 
Reference US ATLAS £35 FONT PRO £49 
WORLD ATLAS MPC £23 PHOT PRO £69 
WORLD FACTBOOK £14. RENAISSANCE | £34 
BIBLE AND RELIGION = £12 WORLD TRAVELLER £16 RENAISSANCE II £34 
COMPLETE DICKENS = £26 = WORLD VIEW £24 WILD PLACES £24 
COMPLETE TWAIN £26 
WORLD VISTA £39 WOMEN OF VENUS £19 


- 343 9933 -~W 





Prices & products are subject to change & 
availability. All trademarks & trade names 
are the property of their respective 
manufacturers & owners. 


All prices exclude VAT 


10% restocking fee for returned 
non-defective goods 


DELTA 
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PC PLAYER ISSUE FOUR 


PRODUCT 
Alone in the Dark 2 


SOFTWARE HOUSE 


Infogrames 


REQUIREMENTS 
Dos 3.0 Min, 2Mb Ram, 386 25Mhz, VGA 


SUPPORTS 


Soundblaster, AdLib, The Sound Source Sound Cards, 
Windows 3.1 


AFTER AMAZING 
EVERYONE WITH THE 
INCREDIBLE ALONE IN 
THE DARK, 
i] 

INFOGRAMES IS 

Keith 
GEARING UP 

Sloan 
TO PUT EVEN 
THAT MASTERPIECE 
TO SHAME 
WITH THE 


IMAGINATIVELY 


TITLED SEQUEL, 


ALONE IN THE DARK 2. 





MAG iv the dim mists of time 
S| (or at least it seems 


r ae 
1 \ 
x 


y 





A that way through these 
jaded journalistic eyes), there appeared 
a computer adventure that has yet to be 
beaten in terms of stunning graphics, 
incredible playability and sheer 
atmosphere. That game, for those of 
you out there who haven’t guessed 
already, was Alone in the Dark. 

Loosely based on the books of H P 
Lovecraft and making use of an 
incredible game engine that turned the 
humble polygon into something that 
walked, talked (in a sense) and fired a 
shotgun with the best of ‘em, AITD was 
the kind of game that could be played 
just for the pleasure of drooling over the 
graphics. The fact that it incorporated 
some ingenious puzzles, a fair 
smattering of combat and a soundtrack 
of music and effects that were 
guaranteed to scare you half out of your 
wits should you choose to play it alone 
at night, meant that it wasn’t difficult to 
see why it scooped so many awards 
and won the hearts of the games 
playing public in a big way. 

All of this happened nearly two years 
ago now, but éven today AITD still 
manages to amaze due to its sheer 
class. There was never any question as 
to whether there was going to be a 
sequel, but there was a niggling doubt at 
the back of most peoples’ minds as to 
how the new game was going to 


original. All of this is fine, but the 
problem is that AITD2 doesn’t actually 
climb any higher up the mountain. Quite 
the reverse in fact, it seems to have lost 
its footing and stumbled a few hundred 
feet back down. 

Part of the fun of the first game was 
becoming embroiled in the intricate 
story that the game was based around. 
Witchcraft and demonic goings-on were 
the order of the day and the atmosphere 
that this story generated was incredible. 
If you have ever played the game late at 
night, alone in a dark office, then you'll 
know that there wasn’t anything around 
at the time that could match it — this was 
a genuinely scary piece of software. In 
part two the atmosphere generated is 


“ALONE IN THE DARK 2 ATTEMPTS TO IMPROVE UPON THE ORIGINAL BY 
MAKING USE OF MORE COMPLEX GRAPHICS, MORE INGENIOUS PUZZLES AND 
A LARGER PLAYING AREA WITH MORE ROOMS AND MORE MONSTERS TO FIGHT 
AGAINST THAN THE ORIGINAL” 


compare with the original. After all, 
when you climb to the top of the 
mountain, where else can you go but 
down? 

Alone in the Dark 2 attempts to 
improve upon the original by making use 
of more complex graphics, more 
ingenious puzzles and a larger playing 
area with more rooms and more 


monsters to fight against than the 





Nothing in life is easy, as Edward finds out here. 
Before any kind of sleuthing can commence, entry to 
the house has to be sorted out one way or another. As 
walking up to the front door is out of the question, a 
pound of Semtex is deemed to be the only way 


considerably less, partly due to the 
actual gameplay elements (more of that 
later), partly due to the graphics and 
partly due to the story, none of which 
manage to conjure up the same kind of 
feelings as the original did. 

Playing the part (yet again) of 
Edward Carnby, you have been called 
upon to help solve the case of a 
socialite’s young daughter, Grace 





This is the beginning of the game and before you even 
have time to become adjusted to your surroundings, the 
need to engage in a spot of unarmed combat becomes 
apparent. If you get beaten here, your chances of 
getting anywhere in the rest of the game are a little slim 








Saunders, who has been kidnapped. It 
seems that all the clues point to her 
being held in a strange cliff-top mansion 
going by the name of Hell’s Kitchen, 
owned by the leader of a gang of 
bootleggers, a nasty piece of work 
called One-Eyed Jack. He claims to 
know nothing about the crime in 
question, but good old Ed decides to 
snoop a little deeper, and by the time 
the first undead gangster has appeared 
on the scene trying to pump our hero full 
of something that definitely isn’t 
unleaded, you just know that things are 
going to get rougher from here on in. 

As in the first game, there are three 
distinct locations to explore which are 
interlinked with various puzzles and a lot 
of combat. Being a sequel, things have 
been done on a grander scale, with 
more locations to explore and more 
varied things to do. To start off with 
there is a maze to negotiate. This can 
be entered from relatively near the 
starting location, but the problems 
associated with actually getting in are 
many, and mainly involve large undead 
people barring your way. Even in the 
first few moments of play there is an 
awful lot to do, which some might think 
is a good thing, but actually proves to be 
a touch too difficult too early. You have 
no time to become adjusted to things, 


and frustration quickly sets in. ) 








Weapons play a part in the game, saving you the 
hassle of always having to dirty your hands when 
attacked by zombies. Thompson machine-guns, 
pistols and even grenades are all lying around, just 
waiting to be found by the player 





Is this where great 
detectives go 
when they die? 
Probably not, 
because a truly 
great PI would 
make sure that he 
at least took the 
time to look 
before he leaped, 
so saving the 
embarrassment of 
premature death 


PC PLAYER ISSUE FOUR 


The maze is the 
first location in 
the game that has 
to be explored. 
Luckily, it’s not 
that big, but 
there are a few 
zombies hanging 



















This is one of the many nice touches 

featured. Upon entering the maze, the view 
switches to that of a strange presence around that can 
standing watching from the window. It’s a he very difficult 
very pleasant effect and takes your mind off to get rid of 
the slightly lacklustre character graphics 





8b 19Vd 


» Once the maze has been overcome, 
things get slightly better and entry to the 
house brings up some_ stunning 
background graphics, even better than 
those found in the original game. Grand 
staircases, kitchens complete with pots 
and pans, and polished marble floors 
that reflect their surroundings have all 
been incorporated and give the game 
an incredible touch of class. From here 
it’s onto the final part of the game, set 
aboard a pirate galleon. 





it’s all the game supports). Edward can 
move in a multitude of directions and 
perform various movements, some of 
the more important ones being the 
combat moves that are used to beat the 
bad guys to a pulp. | don’t recall there 
being any mention of him becoming a 
black belt in karate between this and the 
first game, but he has obviously been 
working out, because now as well as 
being able to throw a couple of good 
hooks towards the foe, he is also able to 


“ENTRY TO THE HOUSE BRINGS UP SOME STUNNING BACKGROUND GRAPHICS, 
EVEN BETTER THAN THOSE FOUND IN THE ORIGINAL GAME. GRAND STAIRCASES, 
KITCHENS COMPLETE WITH POTS AND PANS, AND POLISHED MARBLE FLOORS 
THAT REFLECT THEIR SURROUNDINGS HAVE ALL BEEN INCORPORATED” 


As in the first game, the preferred 
control method is the keyboard, which 
some people may find a little strange in 
this era of all things flight stick and 
mouse controlled. However once you’ve 
adjusted to this method, you’ll actually 
find it preferable to anything else (plus 





This is not the kind of clown that you’d really want to 
invite to perform at your daughter’s birthday party. 
Apart from looking like a Nosferatu reject, he takes 
great pleasure in killing police officers and others 
who snoop around 


perform the kind of side kick that even 
Jean Claude Van-Damme would be 
proud of — impressive stuff indeed. 

The rest of the in-game commands 
are controlled by making use of a 
secondary inventory window that not 
only lists the current items you are 





As befits a sequel, the whole game is bigger, meaning 
there are a lot more locations to explore. Although 
this doesn’t necessarily mean that the game is going 
to be any better, you at least feel as though you’re 
getting value for your money 





carrying, but also allows you to 
manipulate those items and utilise them 
to help solve the puzzles. 

A lot of the items that can be picked 
up during the course of the game can 
be used as weapons. Initially, you are 
armed with only a small .38 revolver 
and six shots, but luckily there is a 
Thompson machine-gun to be found 
near the beginning of the adventure. 
These guns can cut a swathe of 
destruction through all but the most 
hardened undead gangster, but there is 
a price to pay — ammunition doesn’t last 
forever, and the amount that can be 
found lying around gradually diminishes 
as you get deeper into the house. The 
worst scenario imaginable would be 
walking into a room full of the undead, 
only to find that you have just enough 
shots left to perhaps give one of them a 
nasty graze. The moral here is to pick 
up the ammunition as and when you 
find it, before this nightmare scenario 
becomes a reality. Grenades, swords 
and even a butter pat can all be used to 
defend yourself with (should you run 
out of bullets), giving you the scope to 
attack nearly every situation with 
renewed gusto. 

The inventory window where all of 
the text-type ‘use’ commands are 
located, is a very user-friendly way to 
interface with the game. Everything that 
has been picked up during the course 
of the game is listed in the inventory 
window, both as text and as a nicely 
rendered 3D image. From here you can 
simply highlight the item you want, 
move the choice bar down to the ‘use’ 





The room where the dead Carnby is taken is a 
legitimate room that forms a link to a further part of 
the game. There is a puzzle to be solved here and a 
zombie to overcome, but after that it’s relatively plain 
sailing 


As befits a hero of Edward Carnby’s stature, | 
there are times when some drastic action 


needs to be taken. Although sliding down | 





the main sail rope might not sound like your | 
idea of a good time, there is simply no| 


you need to get to. It’s a very tricky stunt, | 


other way to get to the part of the ship that Keveron 


but if you manage to do it right, then the 


cut scene that you get to see does go some 
way to making up for the fact that you | 
cheated death by only a whisker | 


part of the window and the item is 
automatically utilised. The drawback to 
this system is that you can only select to 
use, drop or read the chosen item, 
which means that some of the more 
advanced commands found in other 
adventures (such as those seen in Sam 
and Max) are unavailable, although it 
does make figuring out what to do with 
an object a little easier on the brain. 
There are a few commands missing 
that were present in the original — you 
cannot choose to open or examine 
something and there is no jump option. 
This may have been only be a minor 
aspect of the original game, but the idea 
should definitely have been carried on 
into the second game and improved 
upon. Instead, the programmers seem 
to have stripped things down and 
decided that this new approach is the 
better one. As it turns out, they were 
right the first time — incorporating a 
whole host of commands stretches the 


are covered up to a certain extent. Take 
this following problem and solution as a 
fairly typical example — after finding 
your way down into the depths of the 
maze, the first thing that you find is a 
locked door and a large, fat, dead man. 
Upon examination of said corpse, you 
discover a pipe cleaning tool which at 
first doesn’t appear to be of any use. 
Think again. In the inventory you'll have 
a piece of newspaper which can be 
stuck under the locked door to catch the 
key that will be pushed out of the lock 
by making use of the pipe cleaning tool. 
After that it’s simply a case of opening 
the door and proceeding further into the 
game, where hopefully you'll come 
across a few less of the undead and a 
few more of those little hip-flasks that 
contain the elixir of life. 

All the puzzles are of this logical 
nature, which makes playing the game 
a lot more enjoyable than spending half 
your time larking about trying to put the 


“THE ACTUAL PUZZLES THEMSELVES ARE A LOT BETTER THAN THOSE FOUND IN 
AITD, REQUIRING ACTUAL LOGICAL THOUGHT AS OPPOSED TO THE ‘TRY IT AND 
HOPE FOR THE BEST’ MENTALITY OCCASIONALLY FOUND IN THE FIRST GAME” 


playability of the game and makes you 
think a lot more about how to solve the 
various puzzles and problems that are 
found in the game. 

The actual puzzles themselves are a 
lot better than those found in AITD. 
Requiring actual logical thought as 
opposed to the ‘try it and hope for the 
best’ mentality occasionally found in the 
first game, the shortcomings of the 
game (of which there will be more later) 





eo “e ae 
Another example of the excellent backgrounds that 
are on display during the game. These are a natural 
progression from the kind that were prevalent in the 
first game and are an example of how the whole game 
should have followed on 


plant pot into the food blender, just so 
that the secret microwave oven will 
appear and open the door to the study 
(it could and does happen in other 
games!). 

One nice feature that has been 
included is when, halfway through the 
proceedings, Edward gets caught and 
imprisoned upon One-Eyed Jack’s ship. 
A nice cut scene follows, outlining the 
story to date, but the problem is that 





Asmall, fat, schizophrenic chef is a basic 
requirement in any game (?), but usually such 
characters won’t try to lop off your head with a large, 
rusty meat clever. Still, it gives me an excuse to let 
off a couple of rounds with the Thompson 






there is no way out for Edward who is 
bound up with virtually no hope of 
escape. At this point the game could 
come to an abrupt end, but luckily for 
him (and us), the kidnapped girl, Grace 
is also being held aboard. The player 
now takes control of Grace and the 
adventure continues from a slightly 
different perspective. > 


* 
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The main theme running throughout the game is one of 







Another one bites the 
dust. This is one of 
the more niggling 
faults that the game 
possesses, in that the 
heavy combat front 
can make getting 
anywhere a very 
difficult proposition 


cards. With the chief 


villain being called One-Eyed Jack, it’s not to difficult to see why. Some of 
the puzzles, such as this one, are based around playing-cards and provide 


some infuriating challenges for the player 


The ship provides the finale to the game, with the last 
battle between good and evil taking place up on the 
main deck. By this time your ammunition will be 
virtually non-existent, so the sword is the only way 
that you can hope to defend yourself 








Walking into a den of 
undead gangsters is 
hot a wise thing to do § 
at any time, but when 
your life energy is 
rapidly dwindling 
then things tend to 
get very bad very 
quickly 








One of the 
positions that you 
don’t want to find 
yourself in during 
the game. Death is 
never very 
pleasant, but 
when it means 
that you have to 
go back to the 
very tricky 
beginning section 
(unless, of course, 
you’ve got a saved 
position), it is an 
even more 
depressing 
prospect 





sere mal. 


» Playing the game as Grace means 
that all of a sudden, fighting doesn’t 
feature half as much it did when the 
player was taking the role of Edward. 
For a short while, the game reverts 
back to being an adventure that 
requires some smart, logical thought as 
opposed to a quick index finger on the 
space bar. 

It's a shame that this wasn’t carried 
on for a longer period of time, as no 
sooner have you got used to her 
childlike antics (which include stomping 
her feet in a huff and swaying 
innocently from side to side), than 
you’ve completed the set tasks, 
released Edward and character control 
has reverted back to him. 

Swapping control over to another 
character during the game and having 
that swap forced upon you by the actual 
story, is an unexpected touch but one 
that surprisingly works. Making use of 


One of the new features to be 
found in Alone in the Dark 2 is the 
ability, nay the necessity, of 
playing the role of the kidnapped 
girl, Grace Saunders. Halfway 
through the game Edward 


becomes imprisoned by Elisabeth, 
the voodoo queen of the game. 
With Edward bound up, there is 
really no other option than for 
Grace to venture out into the scary 
confines of the galleon and 


Grace’s differing abilities (she’s smaller 
so can get into some places that 
Edward never could) adds a new slant 
to the proceedings. At a time when 
the excitement level seems to have 
dropped dangerously low, it gives the 
game a much needed breath of fresh 
air. 

OK, so the puzzles are a godsend 
and the control method, which has been 





solid foundations laid down in AITD. 
One of the first complaints | have 
about AITD2 is in the graphical 
department. Where have all those 
lovely polygon-shaped monsters and 
characters gone? | realise that this new 
story doesn’t place as much emphasis 
on the supernatural element, but it 
would have been nice to have had 
something in the game that had the 


“UNLIKE THE ORIGINAL IN WHICH THE COMBAT IN THE GAME SEEMED TO 
SOMEHOW BE AN INTEGRAL PART WITHOUT EVER OVERSHADOWING THE REAL 
REASONS FOR PLAYING (PUZZLE-SOLVING AND EXPLORATION), THE COMBAT 
IN AITD2 HAS BEEN PUSHED TO THE FORE TO SUCH AN EXTENT THAT IT 
SOMETIMES FEELS LIKE YOU’RE PLAYING A 3D VERSION OF MORTAL KOMBAT” 


carried over from the first game, is still 
as instantly usable and easy to get into 
as ever. So what is actually wrong with 
AITD2? Where sequels are concerned, 
whether they be films, music albums or 
whatever, the second in a series always 
has to be something special, particularly 
if the first release was really good. 
AITD2 doesn’t take a bold enough step 
into the unknown and improve upon the 


aaae GIRLS ARE MADE OF 


herself. 


gallantly attempt to free Edward 


The one main difference 
between the two characters is in 
their fighting moves. Grace is a 
little young to hold a masters belt 


same kind of impact that the giant worm 
did in the first one. What we have 
actually got is an assortment of undead 
gangsters that are nothing more than 
green-tinged copies of Edward Carnby. 
All the baddies in the game are of 
humanoid appearance and _ don’t 
manage to conjure up the same kind of 
excitement and tension than those 
strange, demonic creatures in AITD did. 


at Tang Soo Do, so instead she 
uses an entirely different tactic to 
try and upset the enemy — she 
sulks, stamps her feet and a few 
other things besides. Who’d have 
kids, eh?! 





Although the backgrounds do look very good, the 
characters are a lot less spectacular to look at. There 
has been talk of an improved graphics engine, but I’m 
afraid that you would be hard pushed to see where 
improvements have been made 





That in itself wouldn’t be so bad, but 
the really tragic thing is that the quality 
of the graphics just doesn’t seem to be 
up to the same standard as AITD. The 
game characters seem to have lost that 
certain ‘something’ that made them so 
appealing. Supposedly the graphics 
engine has been improved, resulting in 
a corresponding improved sharpness to 
the game’s characters. However, this 
doesn’t appear to be the case — sure, 
the backgrounds in this game are better 
than the first, being much more 
descriptive and including some lovely 
touchés (such as reflections coming off 
shiny floors and incredible bitmapped 
ceilings and static objects), but the 
game’s characters don’t seem to have 
the same definition to them. In AITD, 












happened to starting off on a gentle 
slope and gradually increasing the 
complexity and difficulty of a game once 


the player had become _ firmly 
established with all the variables, ie 
interface, control method and so on? It 
took me over an hour to actually get into 
the maze and then to get shot and 
mutilated once | was in there made 
playing the game more of a chore than 
a joy. There is no lateral thought 


“\T’S NEVER VERY PLEASANT TO FIND OUT THAT A GAME THAT YOU HAVE BEEN 
REALLY LOOKING FORWARD TO IS SOMETHING OF A LET-DOWN, WHICH I’M 
AFRAID TO SAY IS THE CASE WITH ALONE IN THE DARK 2” 


simplicity was definitely the order of the 
day. By trying to cram as much detail 
into the sprites in AITD2 as possible, I’m 
afraid that everyone has found out that 
standard VGA resolution leaves a lot to 
be desired. 

Another more serious problem that 
the game has, is that unlike the original 
in which the combat of the game 
seemed to somehow be an integral part 
without ever overshadowing the real 
reasons for playing (ie puzzle-solving 
and exploration), the combat in AITD2 
has been pushed to the fore to such an 
extent that it sometimes feels like you’re 
playing a 3D version of Mortal Kombat. 
Nowhere is this more apparent than at 
the very start of the game, where even 
before you’ve entered the copy 
protection you'll find yourself staring into 
the (undead) eyeballs of a gangster, 
intent on blowing your brains all over 
the walls of the nicely pruned maze. 
Beat the living daylights out of this guy 
and there will be at least four more to 
take his place OUTSIDE the maze, and 
a load more crawling out of the 
greenery when you finally manage to 
figure out how to get into the thing! 

To have this kind of pressure put on 
the player right at the very start of the 
game is incredibly off-putting. What 


required at this point of the game, 
merely an itchy trigger finger. It should 
have been a case of easing the player 
into the action gently, allowing those 
players new to the game to become 
adjusted to the controls and actions, 
not throwing you into the deep end 
without so much as a pair of armbands. 
This kind of frenzied combat action 




















continues throughout the game and 
really scores AITD2 a lot of black 
marks. In a sense, it disguises just what 
type of game AITD2 actually is, 
especially for those people who have 
never played the first one. 

It’s never very pleasant to find out 
that a game that you have been really 
looking forward to is something of a let- 
down, which |’m afraid to say is the 
case with Alone in the Dark 2. | really, 
really, really wanted to like this game 
with a passion that would have put 
even Linda Lovelace to shame, but 
unfortunately | can’t. | wanted to 
whisper sweet nothings in its ear, but 
unfortunately it’s not going to happen. If 
you are a fan of the original, then by all 
means take a look at this. It does get 
slightly better towards the end (ignoring 
the awful finale), but it is still a long 
way behind what we have all been 
expecting. If this is Edward Carnby’s 
swansong, then maybe il shed a tear 
or two. 











The clever 
camera angles 
that were found 
in the original 
game have been 
changed around 
for AITD2, and 
there are times 
when they 
present real 
en for the 
In some, 
i istanc 
te 
Ey d rt 


remain’ 
stationary, 
causing you to 
adopt a ‘hit and 
hope’ strategy. 


| At the other end 
of the scale, ate 











While not exactly a 
game in which you 
need to travel around 
incognito, the Santa 
Claus costume can 
help you get around in 
the house with a little 
less fuss than you 
would otherwise 
experience. It’s still 
no substitute for a 
fully loaded Thompson 
and a couple of 
grenades though! 





ALO 


? dark. All around, the sounds of 
the night filter through the 
= ; wooden slats that cover the 
broken windows. Owls hoot, floorboards 
creak and your heart leaps 50 feet into 
the air at the sound of a strangled 
scream coming from god only knows 
what. You spin around, coming face to 
face with what can only be described as 
a creature straight from the pits of hell... 
Thinking on your feet, you level your 
shotgun at the beast’s chest and pull 
the trigger, flailing backwards as the 
recoil from the gun kicks you like a 
mule. Suddenly, the light in the office is 
flicked on and a cry of “Are you coming 
out for a pint then, or what?” echoes 
around the room. Alone in the Dark has 
pulled another victim into its fantasy 
world. 

Without a doubt, Alone in the Dark 
is one of the most atmospheric and 
genuinely scary adventure games ever 
to be released on the PC. Now, thanks 
to those nice people at Infogrames, we 
are offering you the opportunity to be 
the envy of all your friends with the 
chance to win an exclusive Alone in the 
Dark bomber jacket and a copy of the 
original Alone in the Dark, plus the mini 
adventure Jack in the Dark. 

The jackets are commemorative 
items that were specially commissioned 
by Infogrames to celebrate the success 
of Alone in the Dark, and are 
unavailable anywhere else. PC Player 
has THREE FIRST PRIZES OF A JACKET AND 
A COPY OF THE GAME to give away, plus 
20 RUNNERS-UP PRIZES OF ALONE IN THE 
DARK 2 PLAYING CARDS. 

As usual, some fairly easy questions 
are all that stand in the way of you and 
the booty. 


THE STORY BEHIND THE FIRST 

GAME WAS LOOSELY BASED ON THE 

SCRIBBLINGS OF WHICH FAMOUS 
WRITER? 














Detail of rear 
of jacket 





Detail of 
right arm 








~~ Detail of 
left arm 
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Action Replay|has a powerful CHEAT FINDER feature that 
actually scans|through ithe game tits FROZEN STATE and 
finds the locations thaticontrol lives, ammo, objects etc. etc. 
in fact anything withinja game that can'be counted! The 
unique CHEAT GENERATOR then gives you a cheatcode 
for that game. Simply press a key to restart the game and 


‘you are invingible!! Cheats can be saved to disk omentered 


again-aratater-date: 


latcleyAcM\ Zell me Cole) ColniWol Mela \VaTofelin melo XonZeMeVaniic-Moo) (oN 
of memory, including extended memory, to floppy or 
hardrive. When you reload the program it will resume at 
NCH OLSvIN MI MY Ze MiKeydclt am (olcfe] MLolmNoN Tee MeMololn\:Wolme 
difficult point or for programs with tedidus password! 
loading systems 


At the press of the Action Replay freezer button you can 
leisy ome olives irom LELN Tac cumi Couumelia sieeretreln Molto NSon eMLt 
rime) emesclive olco a@y GiiMsViiiels)(M Colm ol melrel ual le 
package : 


Allows you to play a game at Your ow pace Select from 


about 10% to full speed 


frozen state 


Display the ebtire contents of mhemor yt f 
sw as FIEX bor disassembly tic 





5 a memory search 


facility Oils ieeusty caoieliis 
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progtam freeger circuliry and pver 1MB of ifs own on ‘hard 
Ram bo it uses less than 1K of fhe PCs dwn memory! 
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“P@Action!Replay/isia sophisticated, multi-talented piece of equipment: 
With)more options than you can throw a stick at......beautifully simplelto\uses 
PC POWERVAN!92: 


“The!P@Versionlis the best 
WIDEQ) GAME SHOPF 





yet, combining powerful code crunching) withllethal game busting! 


HOW TO ORDER 
PHONE 


182 (44g 
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Send Cheques, Postal Orders or credit 
card details to:- DATEL ELECTRONICS 


DATEL ELECTRONICS LTD. 
GOVAN ROAD, 
FENTON INDUSTRIAL ESTATE, 
FENTON, STOKE-ON-TRENT, 
ST4 2RS, ENGLAND: 
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PRODUCT 


Campaign Il 


SOFTWARE HOUSE 


Empire 











REQUIREMENTS 


Dos 3.3 Min, 2Mb RAM, 386, VGA/MCGA, 
2.5Mb Hard Disk Space, Mouse 


SUPPORTS 


Soundblaster, Roland MT-32/LAPC-1 Sound Cards 


Helicopters are a 
Jot more exciting 
to pilot compared 
to tanks, because 
they’re faster and 
can move 
vertically too! Fly 
low to strafe the 
ground targets 
then pull back on 
the stick to fly 
safely over the 
trees and houses 








A me Platoon d: 


spotted 


Fetevigcetes tat 
SES ‘Hellfire 
te frou ash Be ian 


Haxanuel Range kr 


B Shou structure of group Select a platoon and then the tree 
icon and a root diagram will appear, 
showing the structure of the greup. 
The command unit is always at the 
top, with the sub-units stretching out 
below. The rectangular icons 
represent the type of unit (armoured 
division, army aviation etc) while the 
notch at the top of the box indicates 
__ the size of the squad 





ll, like the original game, is 

a volatile mixture of arcade 

action and strategy war 
gaming. It gives the player the chance to 
re-enact many of the most vicious wars 
of the twentieth century, including 
skirmishes dating back to 1962 in 
Vietnam and before that when the 
Korean War was raging. Forget Patton, 
this game gives you the chance to earn 
yourself the reputation as the world’s 
greatest military commander by fighting 
campaigns across the whole of the 
globe. 

Campaign || is divided into three 
sections, these being the lengthy 
campaigns, the blood-spilling battles 
and finally the inbuilt map editor. The 
campaign element of the game is 
perhaps the most important and it’s as 
good a place as any to start. 

The campaigns are set in map areas 
ranging from 25 to 3,200 square 
kilometres, therefore offering a range of 
both short and long campaigns. Training 
missions, of which there are 14, are set 
almost entirely in smaller battle scenes, 
whereas the six real war maps tend to 
be a lot bigger, stretching across Iran 
and Iraq, the Sinai Peninsula and across 
to Kuwait. These missions are based on 
real-life conflicts, placing you in the 
command seat to see how you would 
have done against the might of the 
opposing armies. 

The maps themselves are obviously 
scaled down, with a_ single pixel 
representing a 100 square metre patch 
of turf. The magnifying glass icon (which 
is situated on the right of the screen 
along with all the other action icons) 













Before the battle kicks off, the computer will 
compare both sides, summarising each army using 
coloured bars — the longer they are, the more 
powerful your army. From here you can choose to 
fight the battle automatically or manually. Choose the 
latter and the map screen will appear next... 


zooms in and out of the battlefield, 
allowing for more detailed represent- 
ations of both the terrain and enemy and 
friendly forces. 

Each military unit appears on the 
map as a coloured rectangle. Red units 
belong to the enemy, while yellow 
rectangles are friendly. The cyan squad 
is the unit currently being issued orders 
and the one that is being controlled 


= On the battlefield, 
Opposing sides are 
represented by 
yellow (friendly) and 
red (enemy) icons. 

o> When they get 

<= within two 

=r | Kilometres, battle 
ensues... 


a a 


The magnified map shows the location of all the 
friendly units, picking them out in yellow. The cyan 
dot is the tank you’re currently controlling and can 
be moved around the battlefield using the keyboard. 
However, most of the action is set in the 3D 
section... 


and clicking the left mouse button will 
reveal the name of the unit, while the 
right-hand mouse button will issue an 
order. Coloured lines stretching from the 
icon indicate the movement path the 
squad will follow as soon as the pause is 
lifted. To change a vehicle objective 
point, simply click on the unit icon and 
then on the desired destination. There is 
also the option to open fire, but more on 


“FORGET PATTON, THIS GAME GIVES YOU THE CHANCE TO EARN YOURSELF THE 
REPUTATION AS THE WORLD’S GREATEST MILITARY COMMANDER BY FIGHTING 
CAMPAIGNS ACROSS THE WHOLE OF THE GLOBE” 


manually. All friendly forces are visible, 
while enemy units will only appear when 
they trundle into range or are spotted by 
any friendly vehicle. At the lowest 
magnification, only the more important 
command units will appear on the map — 
the smaller  sub-units gradually 
materialise as you zoom in and get 
closer to the map. 

There are nine unit types in all, each 
represented by an easily distinguishable 
icon. Including infantry, army aviation 
and self-propelled artillery, the platoons 
can be inspected in greater detail by 
clicking on the desired unit and then the 
tree icon. This unveils a root diagram of 
the structure of the platoon, with the 
command vehicle at the top of the 
screen and the sub-units stretching 
down to the bottom. The icons also 
show the size of the unit, by marking the 
rectangle with a notch or two at the top. 
Unit sizes range from the smallest (a 
platoon) to the largest (an army). 

Once the root diagram is on screen, 
clicking on a unit will show the vehicles 
it’s comprised of. Another press of the 
mouse button and the vehicles’ statistics 
are shown, although all of these can be 
found in the fact finder manual included 
in the packaging. 

Back on the map the game begins 
paused — this allows the player to get 
their bearings and work out the orders 
for each unit before the game starts 
properly. Moving the cursor over a unit 


that later. 

The units will move in formation, 
copying the pattern of the commanding 
platoon. Seven formations have been 
included, catering for direct attacks, 
defensive manoeuvres and many more. 
Each move represents five minutes of 
campaign time, meaning that many of 
the longer battles will last days, maybe 
even longer! It’s therefore no surprise 
that Campaign II has a save facility. 

Just like in real life, the troops in 
each squadron get fatigued. They can 
only march or fight for a maximum of 
eight hours a day, resting for the 
remaining 16. Units will march and fight 
between 0900 and 1700 hours in default 
mode, but the order can be changed so 
they move through the night or perform 
daring night raids. 

The clock in the bottom right of the 
screen indicates whether it’s light or dark 
outside and time can be speeded up just 
by clicking on it. Alternatively use the 
slide bar to the side of the clock, which 
increases or decreases the time it takes 
for each turn. Remember, this is modern 
day warfare so infrared night sights and 
vision enhancers allow the tank 
commanders to see clearly, even when 
it’s pitch black. 

As each campaign often lasts 
months or even years, supplies soon run 
dry. That's why each unit is 
accompanied by invisible support trucks 
which restock fuel, food and 





CAMPAIGN I 


Choose to play the battle manually and you'll have to 
drive a tank using the keyboard. From the options 
menu you can choose to have an automatic gunner or 
driver, or control the tank manually, but aiming the 
gun while driving is not easy — stick with the 
computer gunner 





ammunition. These also run out, 
although units can be restocked just by 
visiting one of the supply dumps which 
are scattered about. What happens 
however, if there isn’t a supply dump 
nearby? Create one with the map editor. 

Campaign II’s map editor enables 
the commander to alter existing maps or 
even create new battlefields. Starting 
with a field of grass, hills and roads can 
be built, rivers and lakes can be dug. 
Trees are planted to make forests, 
houses are built to make cities. 
Thankfully, it’s quite easy to do too, with 
a selection of icons on the right allowing 
you to add various pieces of scenery. 
With hills for instance, holding the left 
button will make the ground rise while 
holding the right button will make the 
ground collapse until eventually a pool of 
water appears. Different shades of 
green indicate the height of the hill or 
mountain, with white showing the 


highest peaks. > 













Creating a map is 
dead easy. Simply 
pull up the 
creating icons on 
the left, then start 
building. Treat the 
terrain like a piece 
of rubber, pulling it 
up for hills and 
pushing it down for 
pools of water. 
Rivers, roads and 
forests can also be 
included, not to 
mention the cities 
that look more like 
red blobs. Once the 
basic map is 
finished you can 
start adding 
ground forces. You 
can have as many 
units as you see fit 
and then back 
them up with HQs 
and ammo dumps 
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Modern day tank 
warfare is 
possible during 
night-time, thanks 
to the advanced 
night-vision sights 
the vehicles are 
now equipped 
with. The grey 
screen is viewed 
through a low- 
light sight while 
the other is an 
infrared image 
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» Roads and rivers are created using 
straight sections which can be rotated 
to create meandering streams or 
spaghetti junctions! Minefields are 
formed by clicking on the mine icon and 
then the area you want to cover. 

Objectives, which often determine 
the outcome of a campaign, may also 
be placed. If one army has wiped out all 
the enemy units in its objective and 
therefore has ‘taken’ the objective, the 
enemy will often submit. It is therefore 
vital that you plan the location of each 
objective carefully. Like scenery, armies 
and platoons can be altered too — tanks 
can be added or taken away, thus 
changing the balance and determining 
the outcome of the battles. 


Battles are _ fairly important, 


Returns the display to the 
main campaign overview 
map allowing you to keep 
an eye on the battle as a 
whole 


Weapons available. 
Top: rockets 

Centre: guided missiles 
Bottom: homing missiles 


Indicates when the 
weapon selected is armed 
and ready to fire at the 
designated target 


Pause puts the conflict on 
hold while you have a 
think - an option not 
available in real life! 
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considering they are the only way you 
ever win anything in war. Each vehicle 
is limited by visibility, weapon range and 
battle distance, which is set at two 
kilometres. If an enemy unit is both 
visible and within weapon range you 
have the option to open fire and shell 


side’s forces will appear when a battle 
begins, giving a rough idea of who is 
more likely to win. A battle can either be 
played automatically by the computer 
(which works out the result depending 
on the size and strength of each side) 
or can be controlled manually. Initially, 
’d recommend that you try the manual 
controls just to see how the game 
handles, then revert to the automatic 
battles when you realise the whole 
manual thing gets a bit tedious after the 
hundredth time. 

A close-up map will appear after 
you choose to play the game manually, 
showing the location of each of your 
vehicles and any enemy tanks in sight. 
Once again friendly units are yellow, the 
enemy is red and the vehicle under 
your control is cyan. The map screen 
allows you to move your vehicle around 
quickly and still keep an eye on the 
enemy, although most of the fighting is 
actually done in the 3D section. 

Viewing the tank, helicopter or 
whatever you’re piloting from behind, 
the keyboard moves the vehicle freely 
around the landscape, although not 
through houses, trees or other 


“\'D RECOMMEND YOU TRY THE MANUAL CONTROLS JUST TO SEE HOW THE 
GAME HANDLES, THEN REVERT TO THE AUTOMATIC BATTLES WHEN YOU REALISE 
THE WHOLE MANUAL THING GETS A BIT TEDIOUS AFTER THE HUNDREDTH TIME” 


the area. This is often inaccurate and 
although you may be some distance 
away, the enemy can still return fire. 
Things are a lot more exciting when two 
opposing units get within the two 
kilometre battle distance. 

An estimate of the strength of both 
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obstacles! The gun (if the vehicle has 
one) fires forward unless mounted on a 
turret, and the controls of it are 
separate from the movement keys. It’s 
probably easier if the automatic gunner 
is used, giving you more time to 
position your 72 ton main battle tank. 


The radar allows you to 
keep track of the 
positions of any nearby 
junits 


|Alters the currently 
controlled unit’s 
formation. Dispersed 
square is selected 


Displays any messages 
eae received from your troops 
over the communications 
network 


ied 
| The action screen gives 
you a first-hand view of 





the combat zone 


VIETNAM | 

Set in Vietnam in 1962 it’s 7% 
you against the North 
Vietnamese armies. 
Controlling both an army 
of Americans and South 
Vietnamese, it’s your job 7 
to manoeuvre into a more 
advantageous position and 
attack swiftly 


CsI ee y is 

YOM KIPPUR 

The Yom Kippur War was fought in 1973 hetween 
many of the forces that battled in the Six Day War, 
although Iraq and Saudi Arabia didn’t get involved. 
Historically speaking, Israel won but can you change 
the course of history? 


Alternatively stick the tank on automatic 
pilot and try firing a 120mm HEAT (high- 
explosive anti-tank) round at the enemy. 

Either way, | must say this 3D 
section, although improved over the 
original, is still poor. The scrolling is 
awful, very jerky to say the least. That's 
on quite a fast PC too — not a DX2 | 



















| forces who must 





scenario is set. You 
ontrol the Iraqi 


lefeat the might of 
he Iranians 


The Korean War lasted only about a year and this 
scenario is set sometime in 1950. The North Koreans 
are supported by Russia, while the South Koreans are 
backed by America, meaning you have the nasty job 
of defending South Korea against attacking armies 


DEMILITARISED ZONE 


One bonus Campaign II has of 
course are the real war scenarios — they 
are very deep, very complicated set-ups 
that | think would overwhelm the 
beginner. There are hundreds of 
separate units to command which can 
be quite daunting, especially if you want 
to control. each one manually in battle! 


"ONE BONUS CAMPAIGN [I HAS OF COURSE ARE THE REAL WAR SCENARIOS - 
THEY ARE VERY DEEP, VERY COMPLICATED SET-UPS THAT | THINK WOULD 
OVERWHELM THE BEGINNER. THERE ARE HUNDREDS OF SEPARATE UNITS TO 
COMMAND WHICH CAN BE QUITE DAUNTING, ESPECIALLY IF YOU WANT TO 
CONTROL EACH ONE MANUALLY IN BATTLE!” 


admit, but a 486 nonetheless. 
Considering this is one of Campaign’s 
selling points | think a little more could 
have been done to improve it. It needs 
to be enhanced visually, which would 
make it easier to play, allowing you to 
concentrate on the enemy rather than 
the screen jerk. Having said that, the 3D 
renditions of the vehicles are quite neat, 
considering there are over 150 vehicles 
that have been carefully recreated. 

The action sequences of Campaign 
Il are just one element of the game, with 
the strategy being more important. Well, 
| suppose it is, but | found Campaign II 
quite dull. It’s fairly easy to use (after a 
thorough read of the manual, of course) 
and looks all right, but it didn’t seem to 
drag the player in like many other war 
games so easily do, for instance V for 
Victory. 


This is obviously impossible, it would 
take far too long — mind you because it 
wouldn’t surprise me if there was 
someone who wanted to fight each and 
every battle in the Vietnam war 
manually, so both options are needed. 


_ Campaign Synopsis — 
j Forces have adnitted defeat 
Lost 
0 





After weeks of fighting, the campaign finally comes 
to an end. The enemy has admitted defeat, 
surrendering after suffering substantial casualties. 
The general awards you a medal for your bravery 










SIX DAY WAR 
This 1967 war was 
fought between 
Israel and the 
Arab countries: 
Egypt, Syria, Iraq, 
Jordan and Saudi 
Arabia. 
Controlling the 
Israeli forces to 
the north-east, 
the Egyptians 
begin in the Sinai. 
The other Arab 
countries are not 
included in this 
scenario hecause 
they fought on 
other fronts 


Slip into ‘Storming’ Norman Schwartkopt’s army boots 
for the battle of America Vs the Iraqis who are led by 
Saddam Hussein. The Iraqis are prepared to hold their 
ground, making it very difficult to penetrate their well 
dug-in lines 


Even without the battles and with 
the speed nudged up to full, the game is 
still quite slow. This is because it is 
constantly being interrupted by one 
warning screen after another, either 
telling you that a unit is approaching the 
enemy, or is in the midst of a 
vicious battle. When this happens for 
every unit in combat, things tend to get 
a bit out of hand because you’re 
constantly tapping the mouse button to 
get rid of the messages and get on with 
the game. 

So, while Campaign II may be 
bigger and better than the original, | still 
don’t think it’s as good as _ the 
superlative V for Victory series. | also 
don’t know how Empire can claim that 
this is the military simulation of the 
year...| don’t think so, somehow. — 
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PERRO 4 


I think it’s time to get a new gunner, perhaps one who 
can see. Why on Earth is he claiming there are no 
targets when there are three T-62 main battle tanks 
right in front of you? 








FOOTBALL MANAGEMENT GAMES HAVE BEEN AROUND 
SINCE THE DAWN OF THE HOME COMPUTER. CAN 
GREMLIN GRAPHICS PUSH THE GENRE TO NEW 


HEIGHTS WITH PREMIER MANAGER 2? 








Premier Manager 2 
Gremlin Graphics 
£34.99 


Dos 3.1 Min, 2Mb Ram, 286, VGA, 
1.5Mb Hard Drive, Mouse 


Soundblaster, AdLib, Roland Sound Cards 





EeRy eT RE a con?” iow 
CONFERENCE LEAGUE 
TYPE AG 


TOTAL YELLO! S GIVEN: 38 
TOTaL 


a RED S GIVEN 
TOTAL GISCIPLIMARY POINTS GIVEN: 26. 


If it bothers you that much, you can always keep an 
eye on the performance of league referees throughout 
the season 





Changing your team formation is one 
of the most important pre-match 

variables. Lower league teams tend to 
go for the long-ball game — try 3 
changing to a midfield-heavy 4-5-2 
with a long-ball style of play. Your } 
midfielders should kick long balls to 
your forwards while protecting from 
attack at the same time 





love football and | love football 

management games. Let’s face it, 

anyone with a passion for the sport 
has always got an opinion to share with 
others. Graham Taylor may have had 
his critics (most of whom were and still 
are wedged firmly in their armchairs), 
but if many of these stopped for one 
moment to think about just how many 
different factors affect how two teams 
play against each other over a period of 
90 minutes, then we may well hear a 
very different story. I’m no expert (in fact 
my armchair’s very comfortable), but | 
can appreciate just how difficult a 
football manager’s job must be. 
Unfortunately, the buck tends to stop 
firmly in the manager’s lap, and as the 
manager of an up-and-coming football 








a 


games of this genre you cannot simply 
create a fictitious team and begin to 
play — you must first input your name 
and choose one of a number of non- 
league Conference teams with which to 
make your way up the league table. You 
start at the VERY bottom with a limited 
amount of money at your disposal, a 
pretty lousy team and a tiny ground. 
The idea of the game is to mould your 
fledgling team into something special, 
something capable of beating other 
teams. With success comes money and 
with money comes opportunity — the 
opportunity to better your situation. 
Once you get the ball rolling (pun 
definitely intended) there are a number 
of important option screens that you will 
need to familiarise yourself with before 


“YOU START AT THE VERY BOTTOM WITH A LIMITED AMOUNT OF MONEY AT 

YOUR DISPOSAL, A PRETTY LOUSY TEAM AND A TINY GROUND. THE IDEA OF 

THE GAME IS TO MOULD YOUR FLEDGLING TEAM INTO SOMETHING SPECIAL, 
SOMETHING CAPABLE OF BEATING OTHER TEAMS” 


team in Premier Manager 2 the buck 
stops fairly and squarely on your 
pixelated manager’s desk! 

Following on from the first Premier 
Manager (which | haven’t played by the 
way), this second instalment claims to 
be the be-all and end-all of football 
management games. Unlike many 
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Good youth players are a real boon to a growing team. 
They cost very little and with the right amount of time 
and effort can be nurtured into skilful team players 


even attempting to kick a ball. The main 
options screen may initially seem a little 
daunting to first-time managers, with 13 
icons sitting there just waiting to be 
accessed, ranging from ground 
improvements to team selection, and 
once inside these there are then various 
sub-menus and statistics screens to 





T 
in the middle of a run of tough matches, give them a 
rest or at least lower the intensity of training 


where you could ask th 
player what they think # 
they are went 4 


contend with. Yes, Premier Manager 2 
is in-depth! In fact it’s so deep that you 
could easily drown while swimming 
through the less-than-helpful manual. 
For a more visual explanation of the 
main options screen, see the panel 
below entitled No Option. 

Your first task is to employ the right 
staff to help you form a decent team. A 
quick ’phone call to the job centre and 
you can hire coaches, youth team 



















ability. For example, a ‘fair’ scout with a 
four star rating can only discover fair 
players who themselves have four stars 
or below. As your team’s abilities grow 
and you find yourself on the lookout for 
decent players, your coaches and 
scouts will obviously also need 
upgrading. Unfortunately this means 
that for the first couple of years you will 
need to sack less gifted staff, upgrading 
them to suit your needs. However be 


“THE MAIN OPTIONS SCREEN MAY INITIALLY SEEM A LITTLE DAUNTING TO 
FIRST-TIME MANAGERS, WITH 13 ICONS SITTING THERE JUST WAITING TO BE 
ACCESSED, RANGING FROM GROUND IMPROVEMENTS TO TEAM SELECTION, 
AND ONCE INSIDE THESE THERE ARE THEN VARIOUS SUB-MENUS AND 
STATISTICS SCREENS TO CONTEND WITH” 


managers, physiotherapists and scouts 
among others. Like your players, these 
employees are graded by ability (using 
star ratings) and can only train/search 
for players up to their own level of 





The transfer market where you can buy 
and sell your players 


Ground improvements bring higher 
attendance and less fines 


careful, because sacking staff can 
sometimes be quite cosily. 

Once you’ve appointed coaches you 
must set them to work on your players. 
During pre-season friendlies or fallow 


For a useful cash injection, try selling 
advertising around the pitch 





FROH GRIHSEY TOHH 


FORD HOS TRANSFERRED 
10 EXETER CIT¥ FOR & FEE OF £517700 








Has ae FROH HIDDLESEOROUGH 


19 EVEBIGOH FOR @ FEE OF £21510060 


periods of the season you should allow 
them to train your players into the 
ground. Each player has six individual 
abilities, namely handling, tackling, 
passing, shooting, control and fitness, 
and coaching of these specific attributes 
is vital for success. Fitness is 
particularly important — if a player 
becomes tired too quickly during a 
match he may need more intensive 
fitness training. This applies to all 
abilities, but coaches should be careful 
not to push their players too far, 
because overstepping the limit may 
result in players being injured duning 
training. 


The most important people in the game 
— your football team 














SAVED GAMES ON DISK: 


SAVE 
ohne 


aacrra 








The a portant save game feature. 
Happy, happy, happy, joy, joy, joy 











Cup competitions allow lower league 
clubs to play against the big boys 
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‘MAS BEEN INZURED MMILE TRATHING 
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| ‘You want statistics? You want charts 
and tables? You got ’em! 
| 


















BEEN PAID TO THE DEPARTWEKT 









ENENT 
DEBIT CREDIT 
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Set all the game options to exactly how 
you want them 





‘The multi-purpose fax machine is the 
bringer of both good and bad news 





The ‘elaplions fs is your main link to the 
outside world, so use it regularly 





If your finances take a tumble, you! 
career may head in the same direction 








“Oh no, the small, 
brown envelope 
from the inland 
revenue has 
arrived!” said 
Ozzy. “Quick,” 
said Lou Macari, 
“if we hide it 
maybe no one will 
notice?”. “Yeah 
and we would 
have got away 
with it if it wasn’t 
for those meddling 
kids,” said Neil 
Ruddock 
(allegedly) 


Don’t let these 
options screens 
scare you, 
finding your 
way around 
them becomes 
very easy witha 
little practice. 
Take a look at 
this diagram 
(Left) for a 
simple 
explanation. 
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Everyone at your club §8 


needs to be paid (even 
your army of ‘yesmen’ 
— no, only kidding), 
and the club wages 
screen shows all of 
your outgoing 
payments in one easy- 
to-read table 


Six weeks into the 
hew season and 
I'm placed mid- 
table. It is very 
early days yet and 
anything could 
happen - such is 
the unpredictable 
nature of the 
game of football 
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» Injuries are a big problem for the 
modern football manager, with a run of 
good results easily being ruined by the 
loss of a key player. The physio can 
help them on the road to recovery but 
only to the best of his ability, with less 
experienced physios only being able to 
treat a certain amount of injured 
players. If your quack isn’t too hot and 
you are unlucky (or negligent) enough 
to break a few of your players’ bones, 
then he may not be able to cope and 
players may go untreated, which is 
where player insurance comes _ in 
handy. The insurance company will foot 
the bill if your injured player is covered, 
but if you make too many claims your 
premiums will rise to extortionate levels. 

Right, you’ve got your team, you’ve 
employed some staff, you’ve checked 
the fixtures  and_ trained the 
players...next you must pit them against 
the opposition (Arghhh!). Well not quite, 
you see, football is a funny old game 
(come on, now where would a football 
game review be without that old 
cliché?!) with many pre-match variables 


HAE 


Toit 





The problems a manager can have with injuries. 
These are all my fault though, due to overtraining my 
players. Oops 













Before a match you |= MERE col” 
y 


should first check 
out exactly how the 
opposition is going 
to play against you. 
Your next step is to 
counteract its 
tactics, but it’s 
never easy & 


to consider first. Team formations are 
important, for example if you are 
attacking you should arrange the team 
into a 3-3-4 formation (three at the back, 
three in midfield and four at the front), 
whereas if you are a_ cautiously 
protective manager then you could 
always try a 5-2-3 formation. There are 
16 formations to choose from and these 
can be chopped and changed during a 
match. Marking opposing players is 
possible by choosing one of three 
strategies; man-to-man, nearest man or 
zonal marking (for that Continental 
touch). It is always important to check 
how the opposing team is going to play 
against you, and to counter it with 
tactical decision making and team 
selection. 

During a match the screen cuts 
away to a table that displays the 
ongoing action in the form of a mixture 
of text descriptions and _ graphical 
animation. A small, green bar at the top 
of the screen (representing the length of 
the pitch) shows exactly where the ball 
is being played — if it moves towards 
your goal-line you’re in trouble, but if it 
moves the other way you could be in for 
a goal. Any goal-mouth incidents or 
red/yellow cards are shown as 
scoreboard-style animation. 

The method of presentation used in 
Premier Manager 2 is not only quite 
disorientating at times, but the 
animation is, to be brutally honest, crap. 





League games are the bread and 
butter for a good football team. For all 
the cups in the world, your team will get 


nowhere unless it rises to higher 
divisions and makes big bucks. For a 
league win your team is awarded three 
points, for a draw you get a point and a 
loss brings you absolutely nothing. It 
goes without saying that you need to 
win to earn promotion. 

Features such as multiple cup 
competitions, ground improvements 
(from floodlights to the car park), 
sponsorship, transfers and youth teams 
all add to the (enjoyable) mélée of 
information too. 

This game is an armchair football 
manager’s dream, but unfortunately the 
same cannot be said from the point of 
view of the games player. Yes, Premier 
Manager 2 has reams of stats and you 
could go on playing games in the 
league for months, and yes, you can 
find yourself sponsored by PC Zone (if 
you’re THAT hard up for cash), but 
what’s the point of all this if you aren’t 
really allowed to experience the 
excitement of a competitive football 
match? The ‘live’ matches left me cold 
(as opposed to hot) and | was never 
really convinced that the game logic 
was doing exactly what it was supposed 
to — at times | would lose a match 
against a poor team, despite having 
prepared my own excellent team to 
perfection. This could easily be 


“THE ‘LIVE’ MATCHES LEFT ME COLD (AS OPPOSED TO HOT) AND | WAS NEVER 
REALLY CONVINCED THAT THE GAME LOGIC WAS DOING EXACTLY WHAT IT WAS 
SUPPOSED TO = AT TIMES | WOULD LOSE A MATCH AGAINST A POOR TEAM, DESPITE 
HAVING PREPARED MY OWN EXCELLENT TEAM TO PERFECTION” 


As a comparable example, the Kevin 
Keegan football management game on 
the Super Nintendo may have been 
pretty limited on the gameplay side, but 
you could watch games played over a 
full pitch with sprites kicking the ball 
around, which was great. Personally | 
would have preferred some sort of 
overall pitch display in PM2 — it would 
definitely be a good thing to see your 
men strutting their funky thang over a 
full pitch. 









































My scout has found a suitable player to buy. 
Unfortunately, | cannot afford to pay the price his 
current club is asking 





dismissed with the ‘it’s a funny old 
game’ anecdote, however in this case | 
suspect it was due to inaccurate game 
logic more than the unpredictable 
nature of football. 

That said, Premier Manager 2 had 
me engrossed for quite some time and | 
shall carry on playing it even if it is just 
to prove to myself that the game is all 
that it’s cracked up to be. Call me a 
cynical git and...well, it’s the red card for 


you, mate. SCORE Kx * 


$ HEATHER 
BREEZES 


The club secretary will let you know how you are 
doing if you give her a call. The piece of paper lying 
on the desk bottom-right is a note of resignation... 
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KING’S QUEST V 





LEISURE SUIT LARRY 5 







POLICE QUEST 3 
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SPACE QUEST IV 
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is your chance to 
NOW subscribe to the 
brightest and most 
innovative PC games magazine 
available. PC Player concentrates on 
only the serious side of PC gaming, 
which means each issue will contain 
nothing but quality reviews and news of 
the latest simulations, war games, 
adventures and strategy games. 
Not enough for you? OK then, how 
about taking advantage of our special 





THIS MONTH'S 
SPECIAL OFFER 


SUBSCRIPTIONS 


subscription offer and getting your 
hands on either a Sierra disk-based 
game worth £39.99, or a CD-ROM 
software package worth £44.99? 
Imagine, no more trudging down to 
the local newsagent in the rain and the 
snow only to find that PC Player has 
sold out and the only thing that is left 
on the shelf is an outdated copy of 
Bunty! Simply decide which package 
you’d prefer and fill in the form on this 
page. | 
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12 ISSUES OF PC PLAYER © 12 ISSUES OF PC PLAYER, 12 ISSUES OF PC PLAYER, 12 ISSUES OF PC PLAYER, 
PLUS A SIERRA GAME PLUS A SIERRA CD-ROM PLUS TFX 
5.00 WORTH £39.99 GAME WORTH £44.99 £45.00 
£40.00 £45.00 : 
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KING’S QUEST VI 







LAURA BOW = DAGGER OF AMON RA 









SPACE QUEST IV 


ECO QUEST - SEARCH FOR CETUS 
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PAYMENT BY CHEQUE OR POSTAL ORDER 
|PAYMENT MADE TO MAVERICK MAGAZINES LTD 
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72 issues of PC Player, plus TFX worth £45.00 
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Strategic Plus Software 





VISIT OUR SHOP AT: 
28 D&E The Courtyard 

High Street, Hampton Hill 
Middlesex. TW12 1PD 

Fax: 081 977 4822 

Overseas Enquiries Welcome 
All Major Credit Cards Accepted 


We specialise in 


Flight Simulations 
- Strategy - 
Sports Simulations 
Role Playing 
- Wargames - 
Adventures 


LATEST U.S.A. 
a RELEASES - , 
F18 Hornet Gabriel Knight 


Gabriel Knight CD Starship £44.99 
Sim City 2000 Strike Commander CD £44.99 
F-18 Hornet (Falcon 3) TFX CD £44.99 
Unnecessary Roughness Alone in the Dark 2 £44.99 
Isle of the Dead Kingmaker £33.99 
Terminator RAMPAGE!! Victory Pack (3 off V4V) £49.99 
Metal and Lace NR18 Links 386 Pebble Beach £22.99 
Civilization (Windows) ATP + USA East and West CD £69.99 
Subwars 2050 Daemonsgate CD £39.99 
Stronghold Flight Simulator V5 £09.99 
Wolfpack CD Paris or New York (Microsoft for FS5) £21.99 
Fantasy Empire San Francisco (Mallard for FS5) £32.99 
1 E-Yo Mf BXoYe Mi !/ [ex O1¢-¥-amt 67 B) Third Reich (Avalon Hill) £call 

Rebel Assault (Star Wars) CD Gettysburg (Windows) 85) CE) 


: Receive a further 10% discount on ALL advanced orders. PLUS 
d 7 priority despatch SEE CATALOGUE FOR FURTHER DETAILS 


NEW ACM game card & Rudder Pedals az New +New+New+New | [RCo /0/g[oM =J/ ly (=) ed (oo) (1816/2160 ere) LL 
NOW IN STOCK LL Weapons| Kyaiei-o od pe 
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New 77th Edition Catalogue 
Send £1.50 for our 60+ page catalogue 



































Unnecessary 
Roughness 







































































The Best Combat 
Flight Controls 
Around!!! 
New Heavy Duty 
Construction 
Experience 
Total Conirol with 
THRUSTMASTER PRO 
AND 
THE WEAPONS 
CONTROL SYSTEM 


ECALL 


Name 


| | 

| | 

| Address | 

| Country Postcode | 

| Send to: Strategic Plus Software - 28D The Courtyard, High St, | 
Hi ton Hill. Middl . TW12 1PD PCP0394 

| lampton Hill. Middlesex = 
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The first crime you 
encounter sees 
not one, but two 
bodies that must 
be dealt with. 
Your old partner 
Hickman and a six- 
year-old hoy are 
found murdered. 
The kid has been 
shot, while your 
pal displays 
evidence of 
torture 


PC PLAYER ISSUE FOUR 


THE ACCLAIMED POLICE QUEST SERIES 
RETURNS FOR ITS FOURTH INSTALMENT 
WITH THE HELP OF DECORATED VETERAN 


LA COP, DARYL F GATES. 


PRODUCT 


Police Quest: Open Season 


SOFTWARE HOUSE 


SUPPORTS 


oundblaster, AdLib, PAS/PAS 16, Roland, 
General Midi Sound Cards, Windows 3.1 (VGA 640x480x256) 





| HM Police Quest series from 

| @ Sierra has been 

| BS BS A notorious over the past 
few years for highlighting the horror and 
depravity that the modern police has to 
deal with, and for presenting it in a 
game that is aimed very much at an 
adult market. With gang killings, serial 
murders, voodoo and drug trafficking 
already covered it seems that each new 
title manages to illustrate just how 
horrific things can get on the streets of a 
major US city. 

After a thoroughly successful trilogy 
of games that were aided and 
researched by Jim Walls, the Sierra 
team has now turned to decorated 
veteran Daryl Gates for his assistance 
with what is being dubbed as the most 
realistic police simulation ever to 
appear. As with all previous Police 
Quest titles, the game is presented in 
traditional! Sierra point-and-click 
fashion and all the rules and regulations 
imposed on a modern policeman are 
adhered to. There’s no renegade Mel 
Gibson-style blasting away at bad guys 
here...this is supposed to be imitating 
life so there are rules, regulations and 


As with all other Sierra 
games, manipulation 
of objects is quite 
simple and is all done 
through a simple 
inventory screen 
which allows for 
examination and use 
of the different items 






















> Important evidence 
can be found when 
au the bodies are taken 
> to the morgue. While 
interrogating the 
coroner you can often 
find such valuable 
information as cause 
of death and anything 
which may have 
happened prior to 
death 








much of it does make interesting (and 
eye-opening) reading. 

As with previous PQs, Open Season 
has a strong and fairly intense story- 
line. Beginning in a back alley in South 
Central LA an experienced cop is found 
murdered and stripped of his weapon. 


“TO SAY THAT ATTENTION HAS BEEN PAID TO DETAIL WOULD BE SOMEWHAT 
OF AN UNDERSTATEMENT. IN PLACES, THE REALISM IS VERGING ON SHOCKING 
WHILE ELSEWHERE WE FIND SOMETHING THAT IS OBVIOUSLY 
AIMED AT AN ADULT AUDIENCE” 


miles of red tape to deal with every time 
you even want to scratch your bum 
while on duty. 

In fact, the game designers are so 
proud of the attention to ‘procedure’ that 
the game manual is actually an abridged 
version of the LAPD service manual. 
Heavy, heavy, heavy. Do you know the 
difference between a ‘Code Six Charles’ 
and a ‘Code Six George’? Or how about 
the procedure for reporting a crime by 
radio? Also when do you handcuff a 
perpetrator’s hands behind his back? All 
this and more is revealed in the book’s 
pages and although many of the details 
covered aren’t relevant to the game, 





In a nearby dumpster a six-year-old boy 
is found butchered. Both are obvious 
victims of horrific gang killings, but who 
would do such a thing to a pair of 
seemingly unconnected characters? 
The investigation begins here and 
carries the player through numerous 
murders linked in with deranged minds 
and LA gangland brutality. 

To say that attention has been paid 
to detail would be somewhat of an 
understatement. In places, the realism 
is verging on shocking while elsewhere 
we find something that is obviously 
aimed at an adult audience. Much like 
Sierra’s other recent releases; Larry 6 


(reviewed last issue) and the other 
current ‘biggie’ Gabriel Knight, the 
emphasis here is very much on 
something that will appeal to mature 
players. 

Gone is the mollycoddled pink 
fluffiness of the King’s Quest games — 
the new-age Sierra acknowledges the 
dramatic impact of violence, horror, sex 
(the pervs among you will love the bar 
found halfway through the game 
complete with floozy dancing on the 
table) and (quite surprisingly) swearing. 
Yes, you did read correctly, it seems 
that the world at large is accepting that if 
games are really going to break the 
barriers and become interactive movies 
they must be presented just as a normal 
movie. 

Whether or not all of this will go 
down well with everyone is doubtful and 
to be honest | was quite surprised at the 
number of times the word ‘fuck’ actually 
turned up throughout Police Quest IV. 
However, once you get used to it this 
does actually manage to add to the 
overall atmosphere — if you’re offended 
by this fair enough, but at least the box 
warns you about it. > 





Your 
investigations will 
lead you to some 
pretty foul places 
where you’ll come 
across some 
distinctly horrible 
people. Day two of 
your case takes 
you to the home of 
a dodgy Nazi 

who is implicated 
in your 
investigation 


The nerve centre of your operation is your desk on the 
third floor of the LAPD Parker Center. Here you 
coordinate your operation and write up any reports 














» From the moment the game begins 
the investigation is on, and it’s up to you 
to follow the correct procedure as you 
pick up clues and visit the necessary 
people to further your case. As | 
mentioned earlier, the good ol’ Police 
Quest red-tape syndrome manages to 
set in from the very first screen of the 
game, to the point where you can’t even 
leave the crime scene until the full 
procedure is completed. 

You have to make notes, talk to 
officers, instruct the coroner and even 
draw a chalk line around the body 
before you can head back to police HQ. 
Reports are expected after every major 
event and while the actual preparation is 
easy (you just drag one icon over 
another) it’s very often a little unclear as 
to when you have to do this. 

Unfortunately, Police Quest IV 
suffers from the same sequential game 
engine which every other of the firm’s 


A DAY IN 
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point of view of the plot - it does make 
you feel very trapped every so often. 

While I’m on the subject of the game 
engine | might as well pile all of my 
whinging into one part of this review 
before | go on any further. The 
interface? C’mon Sierra, surely you’ve 
realised that this lousy passive cursor 
system is out of date? There is nothing 
more annoying in an adventure than 
having to scan the screen practically 
pixel by pixel to find certain objects. 
Why can’t the cursor just let you know 
when you can use or pick up 
something? Everyone else seems to do 
it and it makes things so much more 
playable. When you have graphics like 
those found here it does get very 
difficult to tell the difference between a 
simple piece of scenery and a usable 
item. 

Also (I’m on a roll now), why the hell 
is the control system so_ utterly 


“¢’/MON SIERRA, SURELY YOU'VE REALISED THAT THIS LOUSY PASSIVE CURSOR 
SYSTEM 1S OUT OF DATE? THERE IS NOTHING MORE ANNOYING IN AN 
ADVENTURE THAN HAVING TO SCAN THE SCREEN PRACTICALLY PIXEL BY PIXEL 
TO FIND CERTAIN OBJECTS. WHY CAN’T THE CURSOR JUST LET YOU KNOW 
WHEN YOU CAN USE OR PICK UP SOMETHING?” 


titles suffer from. You may have 
completed what seems like every major 
part of a certain task, but until you’ve 
completed that final little bit (to the point 
of even picking up an object or filling in 
a form) the game refuses to open up the 
next part of the adventure. 

Whereas LucasArts games like Day 
of the Tentacle allow you to attack many 
puzzles all at once from different stages, 
this insists on you doing everything 
within a certain period of play-time. 
While this may be necessary from the 


unintelligent? Why are actions position- 
dependent? Anyone who’s played a 
Sierra adventure in the past few years is 
bound to know what I’m going on about 
here, but for those of you who don’t I'll 
give you an example. There comes a 
point during the first ‘day’ of action in 
Police Quest where you become 
engaged in a shoot-out. One of the 
characters you interrogated during the 
course of the day leaves a message for 
you at the office and asks you to move 
to a location. Upon arriving you are 


THE LIFE 









immediately set upon by a gunman who 
is hiding behind a wall. First he kills 
your informant and then has a crack at 
you. After saving the game and 
experimenting with various movements 
you soon learn that ducking down 
behind your car is the safest course of 
action. But what now? 

According to LAPD procedure 
(remember the handy little book?) your 
best bet is to get behind the wheel-arch 
of your car (bullets have trouble getting 
through rear axles don’t you know), 
reach into your boot and whip out the 
pump action shot-gun located there. 

Right, a doddle methinks. | move my 
valiant officer behind the wheel and 
click my car keys over the boot. “You 
can’t do that under fire,” says the 
caption (or something along those 
lines). Why not? | try again and it 
doesn’t work. Oh well, I’ll whip out my 
trusty pistol and give the thugs hell with 
that instead. A few shots later and I’m 
dead! Oh joy, oh rapture, it’s time to 
load that saved game and _ go through 
the whole thing all over again. 

After what seems like hours of 
pratting about | eventually learn that my 
officer can move yet another step closer 
to the boot of the car thus enabling him 
to reach into the boot. Now this may 
seem stupidly obvious after I’ve learned 
this (hindsight, as they say...is an exact 
science) but why doesn’t the game 
interface allow for this and move the 
relevant steps when you click on an 
object? Why does the whole procedure 
have to be so pixel perfect? It just 
seems to be overly picky for the sake of 
dragging the whole boring procedure 
into what is doubtless thought of as a 
‘puzzle’. 


The abridged version of the LAPD manual is 
impressive thing to find in a game’s packaging. 
you learn handy gameplay hints from within its p 
also offers an interesting insight into the workii 
police force. Everything from dress cod 
departments to procedural information is offered. 
little hard to wade through, the inclusion of this 
another demonstration of the attention to detail f 
latest addition to the Police 




















Player interface aside, the concept for 
this latest instalment of the series is 
extremely good. As far as_ the 
background and depth of the story goes 
it's probably second only to Gabriel 
Knight in terms of quality. Both of these 
games conjure up a dark and dismal 
detective story and create a superb 
atmosphere. 

What Police Quest excels in doing is 
proving that the life of a cop isn’t quite 


COPS ‘N’ ROBBERS 


developers have managed to create 
something that produces such a look 
and feel? 

It's worth noting here that at 
occasional intervals the plot is 
interrupted slightly by the imple- 
mentation of brief ‘action’ sequences. 
Aside from breaking up the mind- 
numbing procedural parts of the game, 
bits of this are actually quite good fun. 

Worthy of particular note is the firing 


"PERSONALLY, | RESENT HAVING TO BATTLE WITH A GAME ENGINE AND | 
KNOW THAT MANY OTHERS IN THE PC PLAYER OFFICES FEEL THE SAME WAY. 
IT’S FOR THIS REASON THAT I’M ONLY GOING TO GIVE 
THE GAME THREE OUT OF FIVE” 


like the things we see on TV. It was 
said a number of times while playing 
this that the game was a bit like playing 
an episode of Taggart crossed with a bit 
of TJ Hooker for good measure. While 
it’s all very well and good to jest about 
this, shouldn’t it be commended that the 





range that must be visited during the 
second day of your quest — visiting the 
Police Academy results in you having to 
prove your worth with an automatic 
pistol in a brief 3D shooting section. It 
may not add anything to the game 
itself, but it does show that the 


Just like on the TV, it’s always the job of the hero to go and tell his best pal’s wife that her husband is dead. The 
direction of the characters and much of the dialogue in this section is surprisingly good 


designers have acknowledged that light 
relief is appreciated in a game of this 
intensity! 

Aside from the strength of both the 
plot and the background research, 
Police Quest manages to look 
extremely good in the presentation 
department. Fully digitised images are 
used throughout and while they do look 
a bit chunky in places they add to the 
‘playing a movie’ feel. Apparently all of 
the characters in the game have been 
played by Sierra’s US staff and they 
have done a very good job. Sound is 
also very good throughout, with some 
excellent samples cropping up from 
time to time. 

When posed with the problem of 
assessing Police Quest I’m faced with 
quite a difficult task. | suppose it could 
be said that if you are used to the 
idiosyncrasies of the Sierra game 
engine you will love this. It’s strong, 
moody and very well thought out. 

Unfortunately, despite this | find it 
very difficult to acknowledge that the 
system is acceptable in a time where 
every other adventure game around is 
more accessible. Just look at some of 
the games we’ve reviewed in the past 
few months — Sam & Max and Beneath 
a Steel Sky to name but two. These are 
both superb games that not only have 
strong stories and good presentation 
but they’re also friendly to play. 

Personally, | resent having to battle 
with a game engine and | know that 
many others in the PC Player offices 
feel the same way. It’s for this reason 
that I’m only going to give the game 
three out of five. The concept deserves 
to be implemented better and that’s a 
crying shame. SCORE kK * * 
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‘his mansion. Is he 


finked in with the 
killings or is 
someone trying to 
lean on him? 








aircraft featured in the simulation seem i 
very intimidating, and it is going to take | 

most people a little while to become § 
acclimatised to where everything is and 


the aircraft have been included, and F 
work in a highly realistic manner 








ATP CD with USA East and West Scenery 


——— SubLogic 
£79.99 


Dos 5.0 Min, 640k RAM, 286, Hard Disk, 
VGA/EGA/CGA 


Soundblaster, AdLib Sound Cards, Expanded Memory (256k), 
Joystick, Rudder, Pedals, Mouse 





| is behind some of the most 
accurate and realistic flight 
= simulation programs available 
on the PC at the moment. Not for this 
company is the kind of combat-oriented 
sim that everyone and their uncle seems 
to be producing. No, it concentrates on 
the purist’s flight simulator, giving those 
of us not fortunate enough to be able to 
afford flying lessons a taste of just how 
things are done for real. 

It is thanks to this philosophy that 
ATP has become one of _ the 
benchmarks in the world of the real flight 
simulator. Giving you the chance to pilot 
any one of five civil aircraft, including 





the United States have been included in 
this special CD package), and it isn’t 
hard to see why so many people are 
using this as a tool for learning to fly for 
real. 

ATP, as has already been stated, is 
a commercial airline simulator that 
allows the pilot to undertake either a 
simple one-off flight between two of the 
26 major city airports represented in the 
simulation, or embark on a career that is 
evaluated after every flight, with each 
hour of flying time logged. 

The career option allows you to work 
towards the goal of attaining an ATP 
certificate and all that goes with it, such 


“ATP PLACES MAXIMUM EMPHASIS ON REAL FLIGHT PROCEDURES AND 
IS THE ONLY SIM OF THIS ILK TO FEATURE A FULLY INTERACTIVE 
AIR TRAFFIC CONTROL INTERFACE” 


747s, 737s and a Shorts 360, ATP 
places maximum emphasis on real flight 
procedures and is the only sim of this ilk 
to feature a fully interactive air traffic 
control interface. 

Couple all this with the added benefit 
that the simulator can use any of the 
SubLogic scenery disks for the USA 
(both the entire east and west coasts of 


ALTHOUGH RELEASED SOME TIME AGO NOW, ATP STILL HOLDS 


COURT WHEN IT COMES TO AN ACCURATE ‘REAL’ AIRCRAFT 


Keith 


SIMULATION. NOW BUNDLED ONTO A NICE, SHINY CD, IT 


Sloan 


RETAINS THE FEATURES OF THE ORIGINAL, BUT WITH THE 





as an increase in salary and more flying 
hours to your name. Just like in real life 
though, before you can scale the dizzy 
heights there are exams to pass, and 
these come in the shape of check flights 
that have to be undertaken at intervals 
throughout your career. Starting off with 
relatively easy VFR tests, things 
gradually get harder until you are put 


As well as maintaining a 
high level of authenticity, 
there are also some very 
‘gamey’ touches on display, 
such as the now standard 
outside view. It’s there if 
you want it, but I’m willing 
to bet that you’ll have too 
much to do in the cockpit to 
worry about it much 


NE 


As you can see here, the outside scenery 
| has been kept relatively simple, with 
>| enough ground features to make VFR 
flying possible, but not enough to slow 
things down and clutter up the screen. 
After all, it’s primarily about learning to 
fly using instruments, so the outside 
view takes a lower place in the 
proceedings 


















through the trauma of having to land a 
747 in poor visibility, with shifting winds 
to add that extra little bit of fun. 

The whole design of ATP has been 
approached as accurately as possible, 
with most of the correct controls and 


instruments that are found in the 
respective aircraft being placed in the 
simulation cockpit — all are fully 
functional. For those people who think 
that the absolute pinnacle of flight 
simulation starts and ends with Strike 
Commander, then read on and be 
educated. ATP attempts, and succeeds, 
to simulate the problems, pressures and 
joys of taking control of 800,000 pounds 
of aircraft and managing controls, 
communications and en route problems 
with the air of a seasoned pro. 

To start with, there is the task of 
learning the correct ATC procedure. 
Clearance delivery must be contacted, 
then ground control. The tower must 
then be informed of your intended take- 
off plans before you are issued 
permission to taxi. There are then 
departure controllers and _ centre 
controllers to be contacted, and all this 
before you have even. attempted to turn 
onto your outward bound heading and 





At the beginning of every career flight, there are some 
planning decisions that have to be made, such as 
cruise altitude (for the centre controllers), whether to 
navigate by radar vectors or radio navigation, and how 
much fuel to take on board for the trip. Weather is also 
an important factor, so you get a complete rundown of 
conditions at both departure and arrival airports 


intercept the flight corridor that is going 
to direct you to your destination. 

Make no mistake, this sim is for 
those flight enthusiasts that want to 
learn how to do things properly, for 
whatever reason. There are short cuts 
that can be taken, such as unrealistic 


beacons located around the United 
States. These are the primary route- 
finding sources, and a complicated 
navigational procedure must be used to 
establish a heading. This is all authentic 
stuff, right down to the pilot being 
penalised for not identifying the VOR 


“THE WHOLE DESIGN OF ATP HAS BEEN APPROACHED AS ACCURATELY AS 
POSSIBLE, WITH MOST OF THE CORRECT CONTROLS AND INSTRUMENTS THAT ARE 
FOUND IN THE RESPECTIVE AIRCRAFT BEING PLACED IN THE SIMULATION COCKPIT - 
ALL ARE FULLY FUNCTIONAL” 


response from the plane which makes 
the 747 more like an F-16, and 
navigation aid symbols that can be 
projected onto the screen to help you 
visualise locations of VORs and 
runways, but there is really no point. 
Like your junior school teacher used to 
say if you’d been copying your friend’s 
test answers, “you’re only cheating 
yourself”. 

One of the most impressive aspects 
of the program is the navigational 
equipment and procedures that have 
been included. Each aircraft has on 
board two NAV radios that can be used 
to lock onto the thousands of VOR (very 
high frequency omni-directional range) 
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As in Microsoft’s Flight Sim 5, there are multiple 
windows that can be open at any one time thus giving 
you a new perspective on things. Out of the three that 
can be on screen, the most important (especially for 
taxiing around the airport) is the overhead map 
screen, allowing you to find your way to the requested 
runway with the minimum of fuss 





that they are currently tracking. 

Along with this, and_ specially 
included in the CD package, is a 
separate manual that concentrates 
solely on the art of navigation using the 
dead-reckoning method. This involves 
making mathematical calculations based 
on aircraft direction, speed and the 
distance to your selected destination, to 
establish where you are at the present 
moment in time. It’s a superb addition 
and, for someone that wants a headstart 
at the local flying school, it will prove 
invaluable, especially because it can be 
used in the simulation in exactly the 
same way as it would be in a real life 
flying situation. ) 
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|PLEASE FASTEN YOUR SEATBELTS 








As any pilot will testify, the hardest part of being taught to fly is learning how 
to land. ATP allows you to practise approaches and landings at different 
airports and at varying times of the day. All the airports feature accurate 
runway markings, and when darkness falls, the runway lighting systems kick 
in. All the systems found linked to real runways are in the sim, and are given 
a very accurate representation. Besides all this, they do look very pretty 








The Shorts 360 has been included along with the 
larger long-haul planes to allow pilots to get to some 

of the smaller airfields in the country that couldn’t . 
accommodate a fully laden passenger jet. This \ ANN 
doesn’t mean to say that you can’t attempt to land a : PH, \ ' 
500,000 pound jumbo at Miegs, but be prepared to 

slam on the anchors at the earliest opportunity 
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As well as being able to display multiple windows on 
screen, the windows can also be sized and moved 
around independently of each other. This allows you 
to configure the screen in the way you would like, and 
makes map reading and flying at the same time much 
easier 





» While the program may not boast the 
graphics of Strike Commander or TFX, 
they are more than adequate for the 
job. There are no fancy shaded 
buildings or ground structures, but those 
that are represented are done in a way 
that leaves no mistake as to where you 


386 with 4Mb 


together with every civilian nav-aid and 


almost every ILS located in continental : 
United States is included in the East : 
and West Scenery add-ons. Although : 
only the 26 major airports in the country : 
feature fully functioning ATC : 
communications, the remaining few : 


thousand or so contain the features 


possible. 
ATP along with the USA East and 


teaching aid as well as a fun simulator. 
The packaging of the sim is also 


aviation maps that detail air corridors 


and flight paths that cover the whole of 
the USA flight area. Genuine taxi and 


new manual detailing correct navigation 


“FOR THE SERIOUS FLIGHT SIM ENTHUSIAST THERE IS NOTHING THAT COMES 

EVEN REMOTELY CLOSE, AND FOR A COMPUTER PILOT WHO HOPES ONE DAY 

TO QUALIFY FOR A PPL, THEN THIS CAN BE USED AS A REAL TEACHING AID AS 
WELL AS A FUN SIMULATOR” 


are in the country. The screen refresh 
rate is very good, even on a 286, and 
flying under visual flight rules (VFR) can 
prove to be very enjoyable. Try taking a 
flight over New York City at twilight to 
see just what | mean. 

On top of all this, every, and | mean 
every, paved public access airport, 





In the A320 and*thé"767 
instance, the primary 











ratios and the s 


all be fully practised and used in the 


this straight away. Happy landings! 
SCORE Kk KKK 




















to 90 per cent authentic, 
especially as far as content is 
concerned. 
The things that you have to do to 
get a real aircraft airborne, such as 
waiting to get to take-off speed (Vr), 


i 4 would say that ATP is about 80 


H initiating and maintaining a trim climb 
listed above, and are all there so that : 
taking any flight will be as realistic as : 


and reducing power to 250k, you have 
to do to get the plane off the ground and 


: make it fly in the game. That’s 
? authentic. The ATC is also very realistic. 
West Scenery, is a truly breathtaking : 
package. For the serious flight sim : 
enthusiast there is nothing that comes : 
even remotely close, and for a computer : 
pilot who hopes one day to qualify for a : 
PPL, then this can be used as a real : 


The only things you don’t get are the 
background information and chatter on 
the radio, and the pilot checks that 
would occur between the pilot and co- 
pilot before take-off. 

The navigation techniques and 


: instruments are totally authentic, 
: enabling you to navigate across the 
brilliant, containing over 15 important : 


United States. The communication, ILS 


: plates and frequencies are very 
: accurately portrayed. This realism even 
: goes so far as penalising you if you 
runway charts for the 26 major airports : 
are also included. The added bonus of a : 


forget to identify a VOR that you are 
tracking and receive the Morse Code 


: return. 


The graphics in ATP are adequate 


: for the job. They are not needed when 
: flying at high altitudes because all you’d 
: see then was cloud, but they have been 
: put in because people like to have 
: graphics in a program. When you are 
techniques, and the fact that these can : 


coming in to land, all you are looking at 


: is the approaching runway, so the 
flight, is simply the icing on an already : 
choice slice of cake. If you are really : 
serious about flying, then there is no : 
excuse for not rushing out and buying : 


scenery really doesn’t matter [there are 
special scenery masks in ATP that allow 
either landing, cruise or sightseeing 
scenery to be selected, thus speeding 


: up the simulation accordingly]. 


ATP would undoubtedly help 


? someone get to grips with flying a real 
: aircraft, especially as far as flight 
i techniques and IFR_ flying are 
: concerned. Communications, navigation 


and procedures are all accurately 
portrayed in ATP. 

The book that is included in the CD 
package, An Introduction to Navigation, 


: is an excellent tutorial. | would say that 


they have more or less taken the 
information straight out of the flight 
manuals. It is a little simplified, but still 


: in-depth enough to get most of the 
: knowledge needed to fly by ded 
: [deduced] reckoning across to the 
? student pilot. 


The main advantages that ATP has 
over other simulators of this ilk — mainly 


i Flight Sim 4 and 5 — are feedback, as in 
? the ATC communications, and a definite 
? assignment structure, which is where 
: FS4 and 5 fall down very badly. 


! use ATP myself for keeping my 


: navigation skills and procedures up to 
: scratch because it is a very realistic 
? way of keeping my piloting skills honed. 
? even when | am not flying.” a 
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Dos 5.0 Min, 640k Ram, 386+, VGA, 
CD-ROM (150k/sec min), 17Mb Hard Disk 


Soundblaster, AdLib, ProAudio Sound Cards, 








The first puzzle is a simple one. The gates on 
the left need to be opened using the statues 
to the right. Grab the feather off the guard’s 

hat and tickle one of the statues, causing the 

eye holes to close. Next, grab the gutter pipe 
from the guard’s feet and place it in the water 
channel above the statue, thus diverting the 
water in the statue. The statue will fall and § 
the gate will rise. Repeat with the other 
statue to pass through 


you noticed the change in PC 
games lately? Some of them 
i resemble movies, with a spring- 
loaded budget that can stretch to any 
amount, a production crew that would 
almost fill Wembley Arena, and starring 
a bunch of  desperate-for-work 
Thespians who have got nothing better 
to do than star in weird computer 
games. Still, | suppose it pays the bills. 
Anyway, where have these games 
emerged from? Many of them, in my 
humble opinion at least, aren’t 
particularly good. Most of the acting is 
appalling, more suited to a tacky soap 
opera rather than a_ supposedly 
atmospheric game. However, it looks 
like Coktel has opted for this style of 
game again. | wonder if the cast (and 
for that matter, the game) is any better 





















than that seen in the decidedly average 
Lost in Time? 

Following on from the original game, 
Inca 2 is much the same as the first. 
The plot continues from where Inca left 
off, with Eldorado invested as the Great 
Inca. In Inca 2 it is Eldorado’s son 
Atahualpa who is the focal point for the 
game. Son of Eldorado and Acila and 
Virgin of the Sun, Atahualpa is the heir 
to throne and, like his father, is keen to 
crush the rulers of the Old Land, 
lead by Aguirre the Conquistador. 
Throughout the game Atah will be 
tested for wisdom and skill, but first he 
has to get past his father who isn’t keen 
on letting him leave the planet. 

Inca 2 is either mouse or joystick 
controlled, with the mouse being best 
for the puzzle sections but the joystick 
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preferable for space combat. In the 
beginning, Atah must choose the gate 
of wisdom or the gate of the force. The 
latter will test your skills of space 
combat, your ability to pilot a craft and 
engage targets at the same time. The 
gate of wisdom, on the other hand, is a 
test of lateral thinking. Solve the puzzle 
to open the gates and you’ll become 
part of the Council of Sages and the 
game can eventually begin. 

Inca 2 is divided into three main 
sections. Part of your time will be spent 
solving puzzles, part of it flying combat 
missions in space. However, for most of 
the game you’ll have to sit back and 

















Eldorado is unhappy about his son 
leaving to attack Aguirre and has 
placed a guard on the outskirts of . 
the village, giving him orders to stop ji 
Atah if he tries to pass. Atah must 
disable the guard in some way. 
Throwing stones will attract his 
attention, but you’ll need something 
heavier to incapacitate him 


Bob goes on about “gatty and stick for 
shitty-shotty”? That’s exactly what 
Eldorado sounds like, but | don’t think 
he rides a BMX. I'll admit the others are 
slightly better, but Atahualpa really 
wound me up. His whining drawl is 
enough to make anyone reach for the 
power switch. 

Back to the game, where Atah’s 
path is blocked by a guard. This is one 
of the puzzle sections of the game, 
where your mind will supposedly get 
you further than brute force. All the 
objects you need to get past the guard 
are on the screen, either in front of you 
or off to one side (some of the screens 


“INCA 2 IS DIVIDED INTO THREE MAIN SECTIONS. PART OF YOUR TIME WILL BE 
SPENT SOLVING PUZZLES, PART OF IT FLYING COMBAT MISSIONS IN SPACE. 
HOWEVER, FOR MOST OF THE GAME YOU'LL HAVE TO SIT BACK AND WATCH 

THE NARRATIVE SECTIONS WHICH SEEM TO LAST FOR HOURS” 


watch the narrative sections which 
seem to last for hours. Because the 
game is on CD, loads of digitised 
speech has been squeezed in to try and 
make things a little more interesting for 
the player. Unfortunately this doesn’t 
work — | think it would have helped if the 
speech was lip-synched, but instead the 
characters simply move their mouths up 
and down very quickly, which is not a 
success. It doesn’t help that the voices 
don’t really match the characters either. 
Ever heard the Reeves and Mortimer 
sketch where Vic. interviews Bob 
disguised as Lovejoy? The one where 


Atahualpa successfully completes a puzzle, raising 
his arms in victory. Don’t get too excited though, that 
was only the first puzzle...there are many more to 
follow 





scroll when you move the cursor to the 
side). The solution to this puzzle, 
because it is only the second teaser, is 
fairly simple. Grab the pole from the 
ground by clicking the cursor on it, then 
place it on the gate to the right. Leave 
the rope dangling on the ground. Throw 
a stone at the guard and just before it 
hits the ground, duck behind the tree. 
Not seeing who threw the stone, the 
guard comes towards you for further 
investigation. When he is standing 
under the pole, pull the rope. The pole 
will fall on his head, knocking him 
unconscious! 


Inca 2 has some excellent graphics, but unfortunately 
they are all hands-off sequences in which all you can 
do is sit back and watch. They look nice though! 


Most of the puzzles are like this, 
with the solutions either on the same 
screen or off to one side. If the solution 
isn’t immediately obvious, just play 
around with objects for while and the 
answer eventually becomes apparent. 

When Atahualpa finally makes it 
past the guard, you’re treated to the first 
space combat section. After a lengthy 
conversation with your father about the 
dos and don’ts of space combat (or was 
it about the birds and the bees? | 
forget), the view switches to the front of 
the spacecraft, looking out into the vast 
expanse of nothingness they call space. 
On the scanner small dots appear, 
which represent enemy craft that are 
closing in for the kill. The computer 
will automatically choose a _ target, 
highlighting the selected ship with a red 
cursor. The targeted craft will appear in 
the bottom-left window of the cockpit, 
detailing damage status and other vital 
information. Your weapons systems 
appear in the right window. > 


This is the planet Atahualpa is trying to escape from. 
Picturesque mountains form the valley that leads to 
the Inca temple. Providing Atah can make it to his 
ship, he can escape 





Yuna has the 
power crystal that 
enables you to 
bring up the 
navigation map 
and lock in the co- 
ordinates for your 
next destination. 
There are two 
planets to choose 
from, both of 
which are 
protected by 
Aguirre’s forces. 
With your 
destination locked 
in, you are ready 
for lift-off 


















|Status of the train 


> The Tumi craft (that’s the ship under 
your control) has five weapons systems, 
each effective against different targets. 
The atomic disintegration gun is rapid- 
firing but weak and is therefore useful 
against small targets, whereas the 
atomic disintegration bomb is only good 
for attacking slow-moving space 
stations. Nuclear torpedoes’ are 
powerful but inaccurate and the IA 


|The train is armed with gun 
|turrets that face in all four 
\directions. The gauge indicates 
ithe direction in which you’re 
|facing and the direction the 
|enemy are attacking, so you 
|can quickly react by changing 
\to face the enemy charge. 
|Below the gauge is a power bar 
which indicates the damage 


though you're flying through space, but 
instead just aiming a gun and firing. The 
situation improves. slightly on the 
missions where the destruction of 
enemy space stations is vital, but it’s 
still a little on the disappointing side. As 
mentioned before, enemy ships will 
appear on the radar at the bottom, but a 
larger more detailed battlefield map can 
be pulled up at any time. This shows the 


“IT’S SIMPLY A MIXTURE OF AVERAGE PUZZLES AND TEDIOUS COMBAT 
SECTIONS, SPRUCED UP WITH DIGITISED SPEECH, A STEREO SOUNDTRACK AND, 
OF COURSE, COLOURFUL GRAPHICS” 


homing missiles are excellent in every 
aspect, but it’s just a shame you don’t 
get very many of them. Finally there’s 
the grapnel, which isn’t a weapon as 
such, but is used to board other 
spaceships. 

The combat sections are quite 
limited, rather like a simplified version of 
X-Wing. It doesn’t actually feel as 






ACCLA 

This is Accla, wife of Eldorado, mother of Atahualpa 
and wearer of extravagant earrings. According to the 
manual, she is beauty incarnate and is the feminine 
intuition and maternal intelligence of Eldorado. Yeah, 
right 


YUNA 
Yuna is apparently a scientist who 
lives on her own in the middle of a 
desert. She’ll help Eldorado when he 
crash-lands on her planet, but only if 
he adjusts her solar panel 





KELT CARTIER 
Kelt is a bit crazy, piloting his 
spaceship like a madman, but he’s 
always there to help both Eldorado and 
Atahualpa. Unfortunately, even his 
skill isn’t enough to save Atah’s life 


location of all ships in the area, even if 
they are out of radar range. 

The other combat sections, namely 
the train attack and anti-personnel 
battles, aren’t much better either. On 
the train all you have to do is survive 
two minutes of enemy attack, returning 
the enemy fire with gun turrets by 
aiming the cursor and firing. Against 


CHARACTER REFERENCE 





ATAHUALPA 
Son of Eldorado and Accla, Atahualpa (or Atah for 
short) is the character you will initially assume the 
role of. | don’t want to spoil the plot or anything, but 
he dies in a horrible accident involving lots of laser 
fire and a massive explosion 


JOSIE LAWRENCE 


Best known for her performances in the 
hilarious comedy show Whose Line Is It 
Anyway?, Josie is looking forward to 
the next series when she’ll sing a song 
about Llama spit and Chinese burns 


mercenary foot soldiers, the only way to 
defeat them is to shoot fast and 
accurate — it helps if you’ve got a big 
gun. The right mouse button charges up 
the gun’s energy while the left 
unleashes a bolt of energy. The longer 
the right button is held down, the more 
powerful the shot. 

That’s about all Inca 2 has to offer — 
a mixture of average puzzles and 
tedious combat sections, spruced up 
with digitised speech, a_ stereo 
soundtrack and, of course, colourful 
graphics. There’s far too much talking 
and not enough action, and the hands- 
off sequences really slow down what 
little action there is. 

Graphically, Inca 2 is actually quite 
good. | may have justifiably slated the 
appalling lip-synch, but the puzzle 
backgrounds and level introductions are 
all very well done. Apart from the odd 
pause while the CD is accessed, it all 
runs very smoothly. The actors, or at 
least their roles, could and should have 
been improved upon — creating a 
believable character is of utmost 
importance in a game like this. To be 
brutally honest, | don’t think even the 
finest Oscar-winning cast could save 
Inca 2 from falling way below the mark. 
While the original concept of mixing 
space combat and puzzles is quite 
good, the ideas have been poorly 
implemented. SRE K% 






ELDORADO 

Eldorado was the main character in the original Inca 
game and he now returns as Atahualpa’s father. After 
his son is killed by Aguirre, Eldorado takes over the 
main role in the game as he sets out to avenge his 
son’s brutal murder 





AGUIRRE 

Aguirre is a mercenary, intent on 
destroying Eldorado and the Union of 
Free Lands. An army obeys his every 
command and his massive arsenal 
makes him a formidable opponent 
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Surf Mania 

Syndicat 

Syndicate American Revolt Data Dis! 
T2 Coin Op.. 

Tales of Magic 

Task Force 1942... 

Terminator Rampage 

Tetris 7 Colours... 

TFX. 

TFX.. 

The Animation Studio (Disney). 

The Blues and the Greys. 

The Greatest 

The Greates' 

The Labyrinth of Time. 

The Lawnmower Mai 

The Settlers 

Titus the Fox/Ghostbusters 

Tie Fighter (X-Wing)... 

Tony La Russa Baseball 2 

Tony La Russa Baseball 2 Enhanced . 
Tony La Russa AL/NL Stadium Disk 
Tornado 

Tornado (Operation Desert ‘Storm 
Tornado (Mission Builder)... 

Tornado + Operation Desert Stort 
Town With No Name . 

Troddlers 

Trolls... 

Ultima VI. 

Ultima 7 (The Silver Seed) 

Ultima 7 (The Black Gate) 

Ultima 7 (The Serpent Isle} 

Ultima 8 Pagan & Speech 

Ultima Trilogy 2... 

Ultima Underworld. 

Ultima Underworld 

Ultima Underworld 1 & 2. 

UMS Compilation 

Unnecessary Roughness . 

Utopia Twin Pack ... 

V for Victory 1 (Utah Beach). 

V for Victory 2 (Russian Front) .. 

V for Victory 3 (Market Garden) 

V for Victory (Gold, Juno, Swe 

Veil of Darkness 

Virtual Worlds . 
Whales Voyage. 3.5" or CD Rom 22.99 
When Two Worlds War 2125.99 
Wing Commander See Space Legends 
Wing Commander Acadamy 

Wing Commander 2 + Speech Pack 
Wing Commander 1 Secret Missions 1 & 2. 
Wing Commander II Special Ops 1 . 
Wing Commander II Special Ops 2. 
Winter Supersports... 

Wizardry 5/6/7 Compilatio 

Wizkid.. 

Wolfpack 

World War 2 Battles of South Pac’ 


X-Wing, B Wing Mission Disk. 

X-Wing Imperial Pursuit Mission Disk.. 
X-Wing, Tie Fightei 

Yo Joe 

Zool 


Disk Box (40 capacity’ 

Disk Box (80 capacity) 

Gravis Analog Joystick . 

Gravis Analog Pro Joystick. 

Gravis Dual Eliminator PC Game Port 
Gravis UltraSound 16 Bit Card 

Maxx Two Flight Yoke 

Mousermat.... 

Quickjoy M5 SV201 

Quickjoy M6 SV202 

Quickjoy Topstar SV22 

Soundblaster V2.0 Deluxe 
Soundblaster Pro Deluxe. 
Soundblaster 16 SCSI-2 ASP. 
Soundblaster 16 Multi CD... 
Soundblaster 16 Multi CD ASP . 
Soundblaster 16 

Soundblaster 16 Basic. 

Suncom Analog Edge.. 

Suncom Analog Extra at 
Suncom FX2000 (Left & Rignt Handed). 
Suncom Analogue Edg 

Suncom Analog Extra.. 

Suncom Command Control Pad 
Suncom tg 2000 (Dual Port Card) 16. '99 
The Sound Source... 





EDUCATI 


ADI English (11-12) or (12-13) or (13-14)..17.99 
ADI French (11-12) or (12-13) or (13-14) ..17.99 
ADI Maths (11-12) or (12-13) or (13-14)... 
Animal Alphabet. 

Better Maths (12-16 years). 

Better Spelling (8+)....... 

Biology (12-16 years) ... 

Cave Maze (8-13 years 

Chemistry (12-16 years) 

Fatty Bears Birthday Surprise (4-7’ 

Fraction Goblins (8-13 years). 

Fun School 2 (6-8)..... 

Fun School 2 (+8) 

Fun School 2 (Under 6) 

Fun School 4 (5-7). 

Fun School 4 (7-11 

Fun School 4 (Under 5) 

Junior Typist (4-10)... 
Magic Maths (4-8)..... 
Mario Teaches Touch Typing. 
Maths Dragons (5-12 years) 
Merlins Maths (5-13)... 
Mickeys 123s (2-5) 
Mickeys ABCs (2-5) 
Mickeys Colours & Shapes (2-5 
Mickeys Jigsaw Puzzles (5+) 

Mickeys Memory Challenge (5+ 
Mixed Up Fairy Tales. 

Noddys Big Adventure (3-7) 

Noddys Big Adventure (3-7 Windows). 
Noddys Playtime (3-7 years! 

Paint and Create (5+) 

Physics (12-16 years’ 

Picture Fractions (7-10 years) 
Playroom (3-8) 

Playschool (3-8 years).. 

Reasoning with Trolls (5-12 years 
Spelling Fair (7-12) 

Story Book Weavers. 

Tidy the House (5-9 years) 














A Christmas Carol (8+). 
Robin Hood (8+) .. 

The Three Bears (5-10 years) 
The Wizard of Oz (6+) 

Wind in the Willows (6+) 





B17 Flying Fortress .... 

Blues Brothers. 

Chessmaster 3000 . 

Chessmaster 3000. 

Crazy Cars 3. 

Dogfight . 

F15 Strike Eagle 

Harrier Jump Jet. 

Jack Nicklaus Unlimited Gol d 
Jack Nicklaus Courses (Pebble Beach etc).7.99 
Jack Nicklaus Courses (St Andrews etc). 
Laser Squad. 

Microprose Golf (David Ledbetters) 
Paperboy 2... 

Shadowworlds . 

Vikings 

World Class Rugby (Five Nations) 


3.5" BLANK DISKS 


‘TOK/VERBATIM PRECISION UNBRANDED 
(BOXED IN TENS) (BOXED IN TENS) (BOXED IN TENS) 
Low HIGH Low HIGH Low 





7.99 9.99 6.49 7.99 5.99 
14.50 19.50 11.99 15.50 10.99 
35.00 47.50 26.00 37.50 23.99 
65.00 95.00 4999 72.99 44.99 

185.00 190.00 94.99 141.99 83.99 
300.00 470.00 219.99 350.00 199.99 
580.00 930.00 419.99 680.00 369.99 





RECYCLED BLANK 
DS/DD (LOW) 
50x 17.50 90x 31.50 
60x 21.00 100x 36.00 
70x 24.50 








80x 28.00 








RESPECTED GAMES REVIEWER PETER BENTLEY TAKES A WARY PEEK 


AT THE LATEST MICROPROSE RELEASE AGAINST THE BACKGROUND 
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OF ONE OF THE MOST OVERCROWDED AREAS OF COMPUTER 


GAMES = THE GRAPHIC ADVENTURE. 


Bloodnet — 


 Microprose | 


~ Dos 5.0 Min, 2Mb Ram, 386, VGA/SVGA, —| 
9Mb Hard Disk space, Mouse | 
e re Ri r¢ 


Soundblaster, AdLib, Roland, — 
Pro Audio Spectrum Sound Cards | 





MM many ways the computer 
games software industry now 
| wi mimics other areas of the 
entertainment industry, with design 
teams becoming more and more like 
movie or pop video production teams, 
employing graphic artists, set 
designers, audio engineers, musicians 
and actors. Huge budgets, expensive 
promotions and an increasing number 
of film tie-ins are beginning to blur the 
dividing lines between these different 
facets of entertainment. 

As with the film and pop music 
companies, software houses seem to 
be using a general games formula to 
create a product rather than applying 
new and original ideas. Flight sims now 
cover almost everything that flies, every 
kind of cuddly creature has appeared in 
some platform game or another, and 
last year everyone and his floppy disk 
jumped onto the fantasy role-playing 
game bandwagon. However, the most 





Bs e {ee 
The animated intro from the game features some 
pretty gruesome graphical touches, such as Van 
Helsing taking a fancy to your jugular 















oversubscribed genre must be that of 
the graphic adventure. Having recently 
reeled from a series of epic quests and 
mammoth adventure clones, | received 





and the sci-fi world of Cyberspace. Set 
in a BladeRunner-type environment, 
you are a cyber troubleshooter called 
Ransom Stark, who as the result of a 


“THE FIRST THING YOU NOTICE ABOUT BLOODNET IS THAT IT APPEARS TO BE A 
WEIRD COMBINATION OF TWO COMPLETELY DIVERSE STORYBOARDS - BRAM 
STOKER’S DRACULA AND THE SCI-FI WORLD OF CYBERSPACE” 


the latest contestant in this busy arena, 
Bloodnet, with a little trepidation... 

The first thing you notice about 
Bloodnet is that it appears to be a weird 
combination of two completely diverse 
storyboards — Bram Stoker’s Dracula 


1h 
ais 
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The stats screen gives you all the information that’s 
needed to enable you to take stock of the situation at 
hand and make the correct decisions 


rare medical condition has an electronic 
neural implant. This keeps your brain 
together and gives you someone inside 
your head to talk to (who said that?). 
You are propositioned by a tasty 
vamp and eventually get bitten by a full- 





blood on the floor may not be the only clue to be 
found 





blown garlic hater. You only avoid being 
turned into a vampire by the control 
imposed by your neural implant, but this 
is only a temporary respite. With the 
clock running, you have to find a cure 
and sort out the Drac cult. 

The gaming world is divided into 
several locations based around a near- 
future New York City and the sprawling 
world of Cyberspace. The NY settings 
are mostly single-screen locations, with 
a number of supporting characters that 
can be co-opted into your touring party 
or will provide information or set you 
quests and puzzles. There are only a 
dozen or so locations in NY and a 
couple of them look very similar. The 
NPCs move around depending where 
you are in the game and react to your 
party accordingly. 

Cyberspace is the aspect of 
Bloodnet that raises it above the norm 
and is the invention of best-selling 
science fiction author William Gibson. It 





| There are more than a smattering of 

| animated intros and cut scenes found in the 

| game, but of all of them, the transformation 

| from human into one of the undead,must be 

| the most dramatic. It is difficultito relate 

| just how this scene looks when it is moving, 
suffice to say that Francis Ford Coppolla 
could certainly learn a thing or two. 








The graphic presentation is kept 
simple and the backdrops and locations 
are well drawn. Don’t expect the 
scrolling or heavy additional animation 
of other adventures — Bloodnet saves 
most of that up for Cyberspace and 
concentrates more on multiple plot-lines 
and concurrent puzzles. There are a 
wealth of non-playing characters, 
several of which are willing to help you, 
and almost all of which contribute to the 
general story. Note taking becomes 
almost mandatory as at any one time 
you may have half a dozen quests 
in progress, with the main theme 
remaining deliberately vague, resulting 
in a general sense of menace. This 
coupled with the race against the clock 
keeps the player on his toes. 

Bloodnet also has a fair element of 
resource management with respect to 
both weapons and armour, and a 
complete catalogue of Cyberspace- 
specific items. Most of this C-Space 


“THE CYBERSPACE DIMENSION GIVES BLOODNET A SENSE OF WIDTH TO THE 
STORY THAT SO MANY OTHER ADVENTURE CLONES 
TOTALLY LACK” 


is effectively an alternative dimension 
that exists within a global computer 
communication matrix and has its own 
inhabitants and structure. Being a 
coherent and cogent environment, C- 
Space is almost limitless in its abilities, 
and certain computer hardware will 
allow a user’s essence to enter C-Space 
and explore and interact with it. Gibson 
has created a wonderfully rich inner 
space world, full of detail and superb 
concepts. 

The plot develops as you explore 
both worlds and there are lots of sub- 
quests and plot links that span both — 
Cyberspace is the real key, but its 
secrets only unfold slowly as you 
unravel a complicated web of intrigue 
and mystery. Bloodnet’s depiction of 
Cyberspace is a brave attempt to give a 
flavour of Gibson’s brainchild and on 


this basis works well. 





Some of the graphical locations found in the game 
feature stunning visuals, as seen here. This gives an 
excellent sense of foreboding to the game 


hardware can only be obtained as you 
progress and this tends to involve 
travelling between the two worlds. 

The combat system is probably the 
worst aspect of Bloodnet, using a 
development of the system used in the 
earlier Microprose fantasy role-playing 
game, Challenge of the Five Realms. 
This huge game has not yet been 
Officially released in the UK, but its 
rather poor way of resolving combat is 
incorporated into Bloodnet. If you get 
yourself into a combat. situation, 
characters are placed on a choice of 
available squares, their weapons are 
selected and the general tactics are 
decided upon. Combat then takes place 
in rounds with attendant sound effects 
and graphics. It’s all very finicky and 
although the whole affair can be 


automated, it’s difficult to see who the 
combat system will appeal to. It fails as 





This is the Abyss, the café/bar where the whole 
episode begins. There you are, enjoying a quite drink 
when what should happen but..... 





an arcade system as it does as 
at strategic, tactical or resource 
management levels. The best approach 
is to let the computer resolve it all. 

The documentation is reasonable, 
but more background detail about the 
Cyberspace world would have further 
immersed the player into this amazing 
concept. Software _ installation is 
relatively painless and having run the 
program on several platforms it appears 
to be refreshingly non-quirky. 

So returning to my earlier comment 
on the factory production line of graphic 
adventures, how does_ Bloodnet 
compare? It does have all the aspects 
that make up a classic graphic 
adventure, with graphics that are up to 
scratch and sound support which in 
places is exceptional. The interface is 
not as smooth as those used in Sierra 
or LucasArts games, but is more than 
acceptable once you get accustomed to 
it. The main plot-line is linear, but the C- 
Space dimension gives Bloodnet a 
sense of width to the story that so many 
other adventure clones totally lack. 

Bloodnet is far from perfect, but it 
does have a good story-line and 
manages to combine two classic literary 
styles in an original and absorbing 
game - plus it’s also a little different 
from the rest! CORE KKK 





.-A strange lady (Miss Van Helsing, as it happens) 
decides to turn you into a gibbering wreck with her 
improper sexual advances 





: The manual 


character creation 
screen. Using a 
system of gauging 
your response to a 
series of pre-set 
questions, your 
Stats and abilities 
for the game are 
set 
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|US GOLD 

| £34.99 

|REQUIREMENTS 

DOS 3.3, 386, 2Mb RAM, VGA 

SUPPORTS 

Cyberman, Roland, Aria, Ultrasound, Soundblaster 
Sound Cards, Joystick 


Terminator Rampage owes a lot to 
Wolfenstein, in that it is a first-person 
| perspective shoot’em-up with a lot of 
maze wandering. Where the two games 
differ is that Wolfenstein costs a tenner 
jand gives an immense amount of 
enjoyment, while TTR costs nearly 40 
|pounds and has very little going for it. 

A terminator, loaded with a special 
chip that would enable SKYNET to wipe 
out the world, has been sent back to 
1984 from the future and needs to be 
stopped if humanity is going to survive. 
It’s up to you to find your way around 
the maze of corridors and destroy the 
|terminator. As a sub-plot, you also have 
|to find a special armoured suit and 
|\various parts of a primitive plasma rifle. 

This game has a lot missing. The 
graphics are slow and unconvincing — 
even on a 486 DX2, the thing still 
moves very jerkily. Also, far too much 
time is spent wandering aimlessly 
about, and when the opportunity does 
arise to shoot at something, it’s so easy 
as to be almost not worth the bother. 
{Couple this with the infuriating 
|protection method and The Terminator 
|Rampage proves itself to be a black 
mark against the usually excellent name 
jof US Gold. 
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GAMETEK 

£29.99 

REQUIREMENTS 

DOS 3.3, 286, 640k RAM, VGA, Mouse 
SUPPORTS 

AdLib, Roland, Soundblaster Sound Cards 


King’s Table tries to create something 
new, but with the same sort of feel and 
style that the game of chess offers. 

The whole thing is based on Nordic 
folklore, with the god Odin having to get 
from the centre square of the board to 
one of the four corners. To help you 
there are other mythical figures, such as 
Valkyries, giants and kings that all have 
unique moves. For example, the pawns 
in the game can be moved any number 
of squares’ either vertically or 
horizontally, but Odin can only move 
one. Taking pieces is achieved by 
occupying the spaces directly adjacent 
to where an opponent is currently 
situated, prompting an animated 
sequence of the battle to be overlaid 
onto the playing board. The only 
exception to this rule is Odin, who must 
be boxed in on all four sides before the 
game can be won by the ‘black’ player. 

For anyone who plays chess, this 
will prove to be an easy game to get to 
grips with. For those out there who don’t 
know a pawn from a rook, then there’s 
no need to worry, because the game 
has been designed to be simple to play. 
It will take no more than 10 minutes 
before you get to grips with the pieces 
and are trying to take on all the Nordic 
figures in a game of wits. 

Although only taking a short time to 
pick up, it is going to take a dedicated 
player some time to master. Although 
not an essential cco” aes s THe 


UF PREVIOUSLY AVAILABLE. 











IN THIS SECTION PC PLAYER WILL REVIEW 


SHOOT’EM-UPS, BEAT’EM-UPS...YOU KNOW, 


THE GAMES THAT DON’T REQUIRE TOO MUCH 


THOUGHT, ALONG WITH CD-ROM AND 


UPDATES OF 


GAMES 
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£34.99 


REQUIREMENTS 
DOS 3.3, 386, 640k RAM, VGA 


SUPPORTS 
AdLib, Soundblaster Sound Cards 





This is a platform game with the main 
character being a small, round ball of 
fluff much like the ones you used to 
make at school with the aid of a ball of 
wool and two discs of cardboard. 
Undertaking a mission to rescue its 
imprisoned king, the ball can make use 
of three magical coloured rings which 
empower it with different abilities. 

A red tiny (for that is what this small 
fluff ball is called) can eat through 
certain bits of the surrounding scenery, 
a blue ring enables it to swim 
underwater and spit bubbles at its 
adversaries, green turns the hero into a 
Tarzan wannabe with the ability to shoot 
out a swinging rope, and yellow means 
that, in true Street Fighter II tradition, it 
will shoot fireballs from its palms like 
there is no tomorrow. By making use of 
all these special abilities there may be a 
chance that the evils of the planet can 
be overcome and peace can be 
restored to the galaxy once again. 

All the usual ingredients are here 
including multiple platforms and the sort 
of screens that the makers love to claim 
are “filled with ingenious puzzles”. What 
that really means is that you have to 
push a block from one side of the 
screen to the other before you can 
reach a switch! 

If you need to have a platform game 
in your collection, then FF is no better 
and no worse than the rest of the pune 
out there. SCORE KK * 


SBACHeap 


CODEMASTERS 

£25.99 

REQUIREMENTS 

DOS 3.0, 386, 640k RAM 

SUPPORTS 

AdLib, Soundblaster Sound Cards, EGA, VGA 


Cosmic Spacehead is a sightseer from 
the planet Linoleum out to get 
photographic proof of his trip to Earth. 
The problem is that he’s broke, has no 
car and no camera, so it’s up to you to 
figure out a way in which to overcome 
all these problems and get the alien 
back into the fray so he can snap a few 
pictures of the Blackpool Illuminations 
and foggy London Town. 

Cosmic Spacehead is a point-and- 
click adventure, with a few platform 
interludes thrown in for good measure. 
The problem is that it’s a very lame 
excuse for an adventure, and the 
platform sections are rather poor. 
Guiding the badly drawn sprite around 
the screen using the now familiar ‘point, 
click and he goes’ method, and finding 
various objects that can be used to 
overcome some of the incredibly easy 
and obscure puzzles is not what this 
kind of game should be about. There is 
no atmosphere, there is no excitement, 
and above all, there is no point to a 
game like this being released onto a 
platform that can support the likes of 
Day of the Tentacle and Sam & Max. 

The graphics in the game are very 
basic and don’t even look as colourful 
as they did in the Mega Drive version. 
On that platform, they did have a kind of 
cartoon look to them, and considering 
the fact that the Mega Drive can only 
support 64 colours on screen at once, 
and at a resolution far lower than any 
PC, it looked rather good. 

Unfortunately, Cosmic Spacehead is 
one of those games that, while working 
on a lower end platform, looks decidedly 
dodgy on something that can quite 
happily run a game such as TFX. This is 
definitely one to watch out for and, 
should you see it, turn around and run 
away as fast as you can. SCORE * 
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GREMLIN 

£39.99 

REQUIREMENTS 

DOS 3.3, 386, VGA, 4Mb RAM (3Mb EMS) 
SUPPORTS 

AdLib, Soundblaster, Roland Sound Cards, Joystick 


Controlling a devil you have to bring 
back the mystic pizza of plenty, by 
venturing forth into the labyrinth. To 
spice things up, there are various 
puzzles to be solved throughout the 
game, and a ffair smattering of 
wandering around to boot. 

Unlike the average adventure game, 
this is a joystick-controlled experience 
requiring little input from the player — the 
most complicated thing you have to do 
is press the fire button at the right time. 

The labyrinth is split up into five 
levels, with each one containing around 
50 rooms. The graphical presentation is 
similar in style to the Wolfenstein school 
of 3D room wandering, with the main 
difference being that you are now 
following the main sprite around as 
opposed to having a first-person 
perspective. 

This is a fine view to use, but one 
thing that niggles after a while is that 
when turning around in a corridor, the 
perspective stays the same. Instead of 
turning round with the sprite and 
following it from behind, the devil now 
walks towards you and you see him 
from the front. This makes figuring out 
where you're going a little tricky! 

The puzzles in the game are nothing 
more than the ‘find an object and bring it 
to the relevant room’ type. As an 
example, in one room there is a sumo 
wrestler who needs to be overcome 
before you can get any further. The 
solution? Find the pin located in the 
labyrinth and stab the guy with it, thus 
causing him to deflate like a balloon. 

The background graphics are nice, 
but the main devil sprite looks very 
badly drawn and lets the whole thing 
down. As puzzle games go, this is about 
in the middle. If you’re after something 
that falls between adventuring and 
puzzling, then take a look at the Goblins 


games. SCORE K* 
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GRANDSLAM 

£39.99 

REQUIREMENTS 

DOS 3.3, 286, VGA 

SUPPORTS 

AdLib, Soundblaster Sound Cards, Extended Memory, 
Mouse 


There are two golf games competing 
for the remaining share of the market 
not already snapped up by Links386 
Pro. Ryder Cup is the Ocean release, 
and Nick Faldo’s Championship Golf is 
the Grandslam entry. NFCG is fairly 
standard, but it does feature some nice 
graphics and a slightly different user- 
interface. There are all the usual options 
on offer for practising shots and a multi- 
player option enabling up to eight 
people to play together. 

Getting out onto the course presents 
you with a very nice graphical display of 
the fairway, and it’s one that makes this 
game stand out from the glut of similar 
ones. The course is displayed from 
behind the player, with the golfer sprite 
taking up the now usual position at the 
bottom of the screen, with the fairway 
stretching off into the distance. 

The fairway is portrayed in a very 
solid and convincing way, utilising 
Gouraud shading techniques to make 
everything appear as real as possible. 
Trees look as though they are actual 
trees, not just a load of bit-maps stuck 
together, and the inclines and slopes 
that all golf courses have flow smoothly 
into one another, creating a very pretty 
scene. 

Getting to grips with the gameplay is 
no great problem. Club selection and 
map screens are available at any time 
during the game simply by bringing the 
mouse pointer over to the side of the 
screen. The whole display then 
smoothly scrolls, so that the relevant 
decision making screen is brought into 
view. 

Hitting the ball is also made easy by 
the control method, which allows you to 
place spin, slice and hook on the ball, 
as well as allowing you to change the 
stance of the golfer, from a very open 
one to one that is more closed. 

If you’re after a good golf game, 
then there is certainly no reason why 
you shouldn’t check out Nick Faldo’s 
Championship Golf, but after all is said 
and done, there aren’t a whole lot of 
good reasons why you should opt for it 
either. 
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MultiMedia = :trs" 


® With Unlimited 


D irec f es Support 


CREATIVE LABS 
© Eas : 













= V.2 Deluxe £ 55 
Pro Deluxe £ 85 
© 16 Basic £110 


~Y 16 MultiCD ASP £165 
16SCSI-2 ASP = £195 


TOSHIBA XM-3401-BA 


— full internal SCSI-2 kit, all cables and software, 
200ms Access time, 330Kb/s Transfer rate. 


Soundblaster 16 ASP | * CD-ROM ° Dual Speed - 300Kb/s or faster 


— the no compromise solution for quality and © Multisession 


Speakers 
ZY -FI STEREO SPEAKERS 
ZY-FI PRO SPEAKERS 
Labtec CS-150 
TechnoPlus Monitor Mounts 

















Se Ura eat creme RASA ay | oo ae DRIVES — e Kodak Photo CD compatible 
Labtec Speakers Lae oe ae gg 
MS Encarta 94 + £75 £500 ar om, lg —\ TOSHIBA 
Bog FON ie XM3401-B Internal £275 

XM3401-S External £375 
ie ee ee XM3401-BA Internal Kit £325 
Soundblaster Pro Deluxe XM3401-SA External Kit £425 
ea mesma | PANASONIC 

CR-562-B Internal £145 


Speakers 
— Screened, Power Amp, 
Volume Control 


Games Reference Sound Cards 
The 7th Guest 20th Century — 5 disks MEDIA VISION 
Day of the Tenticle ITN World News 1992 Pro Audio 16 Basic 
Dracula Unleashed Lovers Guide 18+ Pro Audio Spectrum 
Dune <= BEETHOVEN Pro Audio Studio 
Jurassic Park * CINEMANIA ORCHID 
Kings Quest V 5 DINOSAURS Sound Producer 
Kings Quest VI ENCARTA 1994 ————> Sound Producer/Pro 
Legend of Kyrandia x MOZART Sound Wave 32 
Mad Dog Macree STRAVINSKY GRAVIS Ultrasound - 3D 
Mantis World Atlas V4 
Microcosm : 
Monkey Island ; CD ROM Drives 
Return to Zork Education NEC 
Sherlock Holmes 3 Animals of San Diego MPC Multispin 74 External 
Star Trek Carmen San Diego Deluxe Multispin 38 Portable 
Star Wars — Rebel Assault Education Master HITACHI 
TEX Mavis Beacon Teaches Typing CDR 1850S External 

Mixed up Mother Goose CDR 1900S External 
Paper Bag Princess CDR 6700 


Presentation/Graphics Scary Poems for R- 
Business Backgrounds The Tale of Benjamin or Peter 


COREL Draw 3 (bundle) GCSE Key Stage 3 & 4 

Kodak Photo CD Electricity & Magnetism £89 
Sound Bits Modems Earth and Universe £39 
Tempra Photo Access Pace Linnet Quad + Fax £125 Energy Resources £89 
Too Many Type Fonts U.S. Robotics Sportster 14.4 + Fax £199 Complete Physics £189 


Daisy MultiMedia Tel. 0438 745300 


a division of iam : 9am — 9pm 7 days a week 


CR-562-B Internal with Interface£165 












The Daisy Corporation Pe, “== Fax 0438 740730 
Vincent Court, Fishers Green Road, be ; 

All prices are exclusive of VAT and carriage (£4.50 — CDs, £8.50 — Cards 
Stevenage, Her ts, SG1 2PT Woy and Drives + VAT) and are subject to change without notice. 














ORIGIN CRAMS STRIKE 
COMMANDER AND THE 
EXPANSION PACKS ONTO ONE 
CD. FOR A BARGAIN PRICE TOO... 


LICE other choice but to fly around aimlessly 


" ShikeCommaniersD | until they Teeppeer. 
| Compared to 





Tornado, Strike 

7 Commander's (SC) flight model is 

‘ - relatively simple, but not to the extent 

that Jetfighter II is. This is because SC 

ICE mainly concentrates on getting into the 

: - skies and fighting, so you don’t have to 

| constantly worry about weapons, fuel 

AENTC fee weight and so on. Therefore if it’s 

realism you’re looking for, Strike 
Commander is slightly lacking. 


Origin/Electronic Arts 








‘| Dos 5.0 Min, 4Mb Ram, 486, VGA, 
} Double-speed CD-ROM, 10Mb Hard Disk space — 


‘AdLib, Soundblaster, ProAudio Spectrum, Roland MT-32/LAPC-1 
Sound Cards. Joystick (Recommended), Mouse, Double-Space 





s VY in issue one of PC 
iy @ Player we rated 
eee SEW all the current 
flight sims available and Origin’s Strike 
Commander came just below Falcon 3 
and Tornado. In terms of presentation 
the game is unsurpassed, but of course 
you need a high-spec machine (486 
50+MHz) to get the thing moving 
smoothly and quickly. Origin also 
released a speech pack and 20 extra 
missions entitled Tactical Operations 
and you'll find them all, along with the 
original game, crammed onto Strike 
Commander CD. 

By now you will have seen countless 
screen shots of the game, showing off 
the smart texture mapping and highly 


But what it does have is missions 
and lots of them. The CD comes 
complete with the original missions plus 
an additional 20 objectives (as featured 
in the Tactical Operations expansion), 
as well as a selection of training sorties 
in which you'll have the chance to brush 


enthusiastic fighter pilot happy. 

All the dialogue is spoken, with the 
CD including the speech pack add-on 
that is also available for the floppy 


version. This speech is clear and 
generally very good, but then again 
you’d expect that from a CD. Overall, 


“BY NOW YOU WILL HAVE SEEN COUNTLESS SCREEN SHOTS OF THE GAME, 
SHOWING OFF THE SMART TEXTURE MAPPING AND HIGHLY DETAILED 
GRAPHICS, BUT WHAT YOU MAY NOT KNOW IS EXACTLY HOW THE GAME 
PLAYS. HMM...NOT PARTICULARLY WELL TO BE HONEST” 


up on both your dogfighting and 
bombing skills against almost any 
target. 

Strike Commander is based around 
the F-16 (albeit in the 21st century), but 
with the additional operations you have 
the chance to fly the more advanced F- 
22. Missions vary from dogfighting and 
bombing runs to reconnaissance, so 


the graphics and presentation are 
faultless — you may need a powerful PC 
but the end result is impressive. 
However, Strike Commander isn’t a true 
flight sim, not in the same league as 
Tornado or Falcon 3. Personally | prefer 
both of these to Origin’s Strike 
Commander. Don’t get me wrong, SC is 





an excellent game, but | just prefer the 
detailed graphics, but what you may not feel of Falcon. SCORE KKK * 
know is exactly how the game plays. 
Hmm, not particularly well to be honest. 
Fighter controls are sluggish and 
because the cockpit has been simplified 
and squeezed in, everything looks a 
little cramped. Another problem is 
finding the damn enemy — you know 
they’re there because they appear on 
the radar, but pulling around to engage 
them is another matter entirely. 


there’s plenty to keep even the most 







=) 

Choose your 
weapons wisely. 
The F-16 Fighting 
Falcon has a wide 
variety of air-to- 
air and air-to- 
surface missiles, 
plus a selection of 
cluster bombs and 
unguided rockets. 
The F-22 is not as 
versatile so the 
weapons selection 
is not as varied 


Occasionally they disappear off the 
radar completely, leaving you with no 
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The Tactical Operations expansion includes 20 new 
sorties, ranging from dogfighting and strafing runs to 
recon sorties 


See what I mean about the compressed cockpit? 
Everything has been squeezed into the HUD making it 
difficult to distinguish clearly 





The CD package includes the speech pack also 
available for the floppy version, so all dialogue is 
spoken. The lip-synch is surprisingly good 
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PC PLAYER ISSUE FOUR 


SIERRA HITS US WITH ONE OF THE BEST GAMES 


IT HAS EVER PRODUCED. COULD THIS BE THE 


BEGINNING OF A NEW WAVE OF QUALITY 


ADVENTURES FROM THE COMPANY? 














PRODUCT 


Gabriel Knight: Sins of the Fathers 


SOFTWARE HOUSE 


REQUIREMENTS 
Dos 5.0 Min, 4Mb Ram, 386, VGA, Mouse 


SUPPORTS 


Soundblaster, AdLib, PAS/PAS 16, MT-32, MS Snd Sys and 
General MIDI Sound Cards, Windows (3.1 + VGA 640x480) 





the past few months | 
seem to have spent a 
great deal of time airing 


grievances regarding many of the new 
adventure games that are appearing. 
These days there just is no excuse for 
turning out a product that is below par, 
but unfortunately the past few Sierra 
adventures have been guilty of this. OK, 
Police Quest IV (reviewed this issue) 
had a strong plot and Larry 6 (reviewed 
in issue three) was quite funny, but both 
of these were let down by a low-quality 
user interface that just destroyed any 
enjoyment. 

Gabriel Knight looks to be a bit 
different though — there’s just something 
about it that sets it apart from Sierra’s 
recent releases, resulting in a game 
which draws you in and keeps you 
hooked. As far as | can tell, the usual 
naff point-and-click interface is still 
being used, ie you still have to scan the 





Dr John is the owner of the Museum of Voodoo. Played by Michael Dorn in the CD version of the game, his deep 


This is Gabriel’s ‘home hase’ - % > 
St George’s Rare Books. The 
young lady sitting at the desk 
is Grace, who is your 


underpaid assistant who not , 
only keeps your messages, but 
also does research for you 4 


screen, hunting for things you can 
interact with, but it’s all been put 
together in such a way that you don’t 
really notice so much. Police Quest 
really suffered in this respect, with its 
adhesion to LAPD procedure along with 
a picky interface rendering it ultimately 
boring, but Gabriel Knight has been 


GABRIEL KNIGHT: SINS OF THE FATHERS 





nightmares filled with violent images of 
witchcraft and horror, our hero soon 
becomes embroiled in a series of 
murder investigations with voodoo- 
related evidence. Aided by his pal in the 
local police force, Gabriel makes his 
own investigation into the murders and 
soon learns a dark secret about both 


“THE GAME PLACES YOU IN THE ROLE OF AUTHOR, BOOKSHOP OWNER AND 
ALL-ROUND SMOOTH GUY GABRIEL KNIGHT. HAUNTED BY TERRIBLE 
NIGHTMARES FILLED WITH VIOLENT IMAGES OF WITCHCRAFT AND HORROR, 
OUR HERO SOON BECOMES EMBROILED IN A SERIES OF MURDER 
INVESTIGATIONS WITH VOODOO-RELATED EVIDENCE” 


crafted by a team that has obviously put 
a great deal of thought into the flow and 
feel of the adventure. 

Set for the most part in the French 
quarter of New Orleans, the game 
places you in the role of author, 
bookshop owner and all-round smooth 
guy Gabriel Knight. Haunted by terrible 


and growly voice adds a certain James Earl Jones quality to the character 





himself and his family. Cursed to be a 
Shadow Hunter, Gabriel discovers that 
he is the last in a long line of men who 
are fated to fight the dark forces of the 
supernatural. As the game begins, he 
knows nothing more than that he is 
having a recurring nightmare that is 
making his life hell. > 








The scene of a 
brutal murder can 
reveal vital clues. 
After the body has 
been removed, 
Gabriel searches 
the area and 
makes a note of 
anything unusual 
which he comes 
across. Pretty 
much anything 
could be important 
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» Divided into a series of ‘days’, the 
game is much like-many previous Sierra 
games in the way it deals with character 
and object manipulation. Each portion 
of the story can only be accessed by 
completing a certain number of tasks — 
once these have been executed you are 
then presented with new goals which 
are all interconnected. While this 
doesn’t offer the freedom of something 
like LucasArts’ Indy or Sam & Max, it 
does keep things neat and tidy as you 
move through the game. Most recent 
Sierra games have made the player feel 
very held back due to this system, but in 
Gabriel Knight it is rare to find the need 
to do things ‘out of order’ as it were. 
Each task that needs to be 
completed is made up of a number of 
points which are triggered by speaking 
to people, gaining information, 


collecting objects and ultimately using 
these items in the correct manner. Once 
the set number of tasks for the day is 
completed, you will then find that 
stepping back into the bookshop will 
result in Gabriel deciding it’s time for 





A vital character resides within the well-protected 
walls of this mansion, but how are you going to get 
in? 





ielsen, the novel | 
gearance. It | 
nly, due... | 









| fa good 
subject matter. ~ 








bed. A nightmare later you find yourself 
on the next day of the adventure, with 
new goals to achieve and new 
resources at your disposal. 
Conversation and basic interaction 
with NPCs (non-player characters) is by 
far one of the game’s strongest points. 
Greeting an NPC triggers a menu- 
driven system where you can choose to 
converse about a number of subjects. A 
number of these subjects are relevant 
throughout the whole game, such as 
information regarding voodoo and the 
murders happening in the town, while 
other questions are tailored towards a 
particular individual. Once a selection 
has been made, the system then takes 
you through a number of other relevant 





question, he or she will rarely speak on 
the subject again. Yep, that’s right — for 
once a game designer has realised that 
deep down, everyone is an awkward 
sod at heart and will usually treat you 
like a complete moron if you keep 
asking them the same thing over and 
over! 

It’s worth making a comment about 
the CD version at this point. Intended to 
be released at the same as the disk- 
based counterpart (at least that’s what 
Sierra tells us), the MPC version 
provides full speech throughout, with 
contributions from Tim Curry (Rocky 
Horror Picture Show, Legend etc) as 
Gabriel Knight, Mark Hammill (if you 
don’t know who he is you deserve to 


“THE USE OF CHARACTERS IS SUPERB THROUGHOUT AND GABRIEL HIMSELF IS 
ONE OF THE FIRST ‘SERIOUS’ VIDEO GAME CHARACTERS THAT I’VE ACTUALLY 
LIKED. THE DEPTH TO HIS CHARACTER COUPLED WITH HIS UNUSUAL CHARM 
AND WIT MAKE HIM SEEM FAR MORE REAL THAN ANY OTHER VIDEO GAME 
CHARACTER I’VE EVER COME ACROSS” 


questions related to that matter before 
eventually drying the character of all 
available information. 

To add to this system, Gabriel also 
carries with him a portable cassette 
recorder on which he records all of his 
little chats. These tapes can be listened 
to at any point in the game and 
rewound, fast forwarded etc. This 
feature is extremely useful later on in 
the game, especially when you realise 
that once you’ve asked someone a 





You never know what you might find in an old lady’s 
attic. There’s always got to be something lying around 
which may be of use 





have vital organs removed) as 
Detective Mosely and Michael Dorn 
(Worf from Star Trek: Next Generation) 
as Dr John (the big guy who owns the 
voodoo museum). These are the three 
major roles, but there are numerous 
other characters in the game which are 
played either by lesser-known actors or 
the three ‘big names’ putting on silly 
voices and talking through hankies. 
This adds enormously to a game which 
is already very rich in atmosphere. 


F ea 2 ee _ § ig 
Sometimes you just have to use something from your 
inventory (or even a combination of objects) to help 


you find that elusive clue 















Scratching around in your 
grandmother’s flat reveals 
a notebook belonging to 
your father. Within its 
pages you find sketches of & 
images obviously scribbled 
down to illustrate his 
nightmares. Could this be 
important? 











will do some pretty odd stuff 


Something which is apparent 
throughout is that this is a game which 
was intended to be a bit spooky. 
Dealing with voodoo and_ the 
supernatural, it evokes a neo-Gothic air 
which is both dark and foreboding. 
Although designer Jane Jensen has 
worked before on airy-fairy games such 
as Kings Quest VI, it seems that prior to 
this she was a bit handy at penning 
horror and suspense novels, and it 
certainly shows here. As far as plot and 


You'll come across some seriously weird characters on your travels, many of which 


% 








What could all of this 
the symbols and work out if they actually mean anything 


be stoned out of your mind and thinking 
backwards to be able to fathom them 
out, but for once the solution to every 
problem seems to be both logical and 
intelligent. 

The first couple of game days see 
you simply building up relationships with 
the game’s major characters. Gabriel 
visits his friend Detective Mosely and 
learns information regarding the voodoo 
murders which are occurring, his gran 
who gives him vital family information, 


“IT’S PRETTY MUCH A RUNNING GAG IN THE PC PLAYER OFFICE THAT SIERRA 
GAMES REQUIRE YOU TO BE STONED OUT OF YOUR MIND AND THINKING 
BACKWARDS TO BE ABLE TO FATHOM THEM OUT, BUT FOR ONCE THE SOLUTION 
TO EVERY PROBLEM SEEMS TO BE BOTH LOGICAL AND CLEVER” 


story-line goes, Gabriel Knight is one of 
the best games I’ve ever come across. 

The use of characters is superb 
throughout and Gabriel himself is one of 
the first ‘serious’ video game characters 
that I’ve actually liked. The depth to his 
character coupled with his unusual 
charm and wit make him seem far more 
real than any other video game 
character I’ve ever come across. When 
before have you ever found yourself 
wondering if two game characters will 
get off with each other?! The offhand 
and sarcastic relationship between 
Gabriel and his shop assistant, Grace, 
is depicted so well that it’s almost like 
watching something intended for a film 
rather than a game. If anything, it is this 
consistent strength of character which 
drew me into the game so much. 
Every conversation made and each 
relationship forged reveals a little bit 
about the central character until you 
eventually feel that you actually know 
the guy. 

All this is very well and good, but 
ultimately it’s the gameplay which is the 
most important aspect — characters, 
atmosphere and presentation aside, if a 
game is boring then it will fail. 
Fortunately, this is an area in which GK 
also excels. The use of puzzles is 
gradual and forgiving and just for a 
change it seems that a Sierra team has 
gone and made things logical! It’s pretty 
much a running gag in the PC Player 
office that Sierra games require you to 


Dr John the voodoo expert who gives 
him no end of information, he sends 
Grace off doing some research and 
eventually he finds the mysterious love 
interest, Malia Gedde. 

From here on you start to mingle 
with various weird characters who all 
have a contribution to make. Voodoo 
priestesses show you their little dances, 
shopkeepers try to sell you all sorts of 
unusual wares and eventually you are 
confronted by an old German witch- 
hunter. As with many games, Gabriel 
Knight begins with only a few different 
locations which can be visited, but as 
you learn new information your list of 
possible locations grows to quite a large 
number. Movement through the game is 


mean? Somehow you’ve got to find a way 


G id 


very easy indeed — leaving a location 
pops up a simple map on which all 
available destinations are marked. 
Clicking on one sends Gabriel whizzing 
off there on his Harley. 

Whereas Police Quest IV followed 
through an investigation in a very 
structured and methodical manner, GK 
is much more like, oh | dunno, Spender. 
He’s not really got anything to do with 
the case, but he throws his option in 
and roots out all sorts of information 
before getting sucked in on a far more 
spiritual level (the guy almost ends up 
losing his soul towards the end). 

Solutions to problems can be either 
simple or complex, but the one thing 
which really pleased me is that you 
can’t do anything which is irretrievably 
wrong. At last! Every Sierra game we’ve 
ever seen at PC Player has been 
moaned about because you find 
yourself continuously dying and 
irreversibly cocking things up, but when 
playing Gabriel Knight you can’t — it’s 
great. Safe in this knowledge you are 
free to experiment far more than in 
something like Police Quest or Larry. 
You can say anything you like to people 
in any order, you can try and give 
objects to people without losing them 
and you can _ perform potentially 
dangerous acts without being punished. 
This has worked for LucasArts for years 
and | sincerely hope that all Sierra 
games will implement this in future. 








The conversation 
system is one of 
the best we’ve 
come across in an 
adventure game. 
Each heading 
relates to a 
question that will 
then lead on to 
further sub- 
questions, which 
will probe each 
character’s 
knowledge. The 
blue questions are 
general ones 
which are relevant 
to everyone, while 
the brightly 
coloured 
questions towards 
the bottom of the 
list are regarding 
a certain 
character and 
more likely to 
reveal specific 
information 
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All of Gabriel’s 
conversations 
throughout the 
game are recorded 
on micro-cassette. 
These recordings 
can be accessed 
at any point 
throughout the 
game and are vital 
for assisting with 
snippets of 
information. The 
disk version offers 
text-only 
playback, whereas 
the CD version 
pulls all of the 
speech in off the 
disc 











You never know what you 
might find if you root 
around in the back rooms 
of a church. Anything 
could turn up... 





it the best ever Sierra 
this is 


So is 
adventure? In short — yes, 
probably the best Sierra game I’ve ever 
played. It beats everything that the firm 
has released in the past few months 
and is easily better than the likes of 


Kings Quest VI: 
Tomorrow. 
Graphically, this game is 
consistently gorgeous throughout. The 
backgrounds are all highly detailed and 
well defined, and the variety of different 
locations display a rich spread of styles 
which all manage to evoke the right 
atmosphere. As far as characters go, 
they’re all wonderfully drawn and in the 
CD version they seem to match their 
voices just right. Have you ever noticed 
that in some CD games the voices just 


Heir Today Gone 





sampled effects and the music is only 
as good as the card you have. The 
tunes that have been composed really 
need a card that can generate lush 
orchestral layers and rich sounds. If 
you’ve got a General MIDI featured card 
or synth or even a Waveblaster-type 
thing, you're in for a treat. 

What really sets Gabriel Knight 
aside from its predecessors though is 
the fact that it’s both friendlier and better 
to play. As | said before, you can’t die 
and neither can you actually perform a 
move or action which is inherently 
wrong. On top of this, you tend to spend 
a lot less time scratching around 
desperately trying to find an item with 
which to interact. Admittedly there are 
bits which require that good ol’ Sierra 


“\/LL HAVE TO ADMIT THAT I REALLY ENJOYED PLAYING THIS GAME. THE 
CENTRAL CHARACTER WAS EXCELLENT, THE STORY-LINE COMPELLING AND THE 
GAMEPLAY ABSORBING” 


don’t match the faces? The three lead 
characters all put on_ excellent 
performances, even if Tim Curry does 
insist on slipping into a _ ghastly 
Americanised accent in his more 
lengthy passages. 

The sound isn’t that bad on the disk- 
based version — you don’t get speech or 











cursor sweeping ’n’ clicking technique 
which is so damn irritating, but it doesn’t 
crop up half as much as it has done in 
other games (| seem to remember 
Laura Bow being particularly awful for 
this sort of thing). | was also surprised 
to find that pretty much every puzzle 
has a logical conclusion. Gone is the 
crazy logic of games like Space Quest 
and Larry, and in its place we find 
something which requires the piecing 
together of important facts and objects 
to finally reach a goal. 


You’ve got to have a pub really, haven’t you? What self-respecting game character would be able to go on if he 






lly big hard drive), you car 
jows-driven CD version which 
itly enhanced graphics duetothe 
runs under a 640x480 Windows mode. 
worth noting here that if you have the 
ropriate video card - 1024k SVGA —you © 
run the:disk-baséd version through 
ndows as well, providing the same clara 
graphics. 

i, So what does the CD version offer? , 
asically, it has improved sound. You get full. 
ech throughout which adds greatly to the 
phere, and you get this speech 

yy a number of well-known actors. - 
eos you also geta whole eid sy 
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rll have to admit that | really 
enjoyed playing this game. The central 
character is excellent, the story-line 
compelling and the gameplay 
absorbing. OK, it has its little problems 
and it’s still not up to the quality of 
something like Sam & Max as far as the 
interface goes, but the characterisation 
and atmosphere are undoubtedly 
stronger than those of any other 
‘serious’ adventure I’ve ever played. If 
you’re a fan of the Sierra-style of 
adventures anyway (and there must be 
a lot of you judging from the sales 
figures we hear about), you'll go 
positively gooey over this. If you just 
like good quality adventures, I’m sure 
you'll truly enjoy this — it’s definitely 
worth checking out. 


couldn’t pop down the boozer for a pint every now and then? 
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LEMMINGS 
INDIANAPOLIS 500 


£55.2 £64.95 INC, 


VAT & DEL. 


BASIC EDITION 
16 BIT SOUNDBLASTER CARD 
FOR UNDER £135.00 


£114.85 2473" 


VAT & DEL. 
MIDI SOUNDS MODULE 
MIDI 1/1 LEAD 
CAKEWALK APPRENTICE 


£1 53. 89 £174.95 INC, 


VAT & DEL. 


NORT 
Kdsion SOUTH . 


LEMMINGS, INDY 500 
ENCYCLOPEDIA CD 


£89.3 $104.95 INC, 


VAT & DEL. 


SOUNDBLASTER 16 WITH 
AN INDUSTRY STANDARD 
SCSI-2 INTERFACE 


£175.17 5.0" 


VAT & DEL. 
MIDI DAUGHTERBOARD 
FOR SOUNDBLASTER 16 / AdSP 
CAKEWALK APPRENTICE 


£153.89 nN 


VAT & DEL. 


081 893 3630 


UNIT 1, TURNBULL WAY, KNIGHTSRIDGE EAST, 
LIVINGSTON, WEST LOTHIAN, EH54 SRB 


27 HOUNSLOW ROAD, WHITTON, 
WICKENHAM, MIDDLESEX, TW2 7B2Z 


PRO DELUXE EDITION RECORDING 
SESSION, MIDI 1/1 LEAD, MIC. 


£1 23. 3 $144.95 INC, 


VAT & DEL 


SOUNDBLASTER 16 
WITH SONY, MITSUMI & 
PANASONIC INTERFACES 


£153.15 aN” 


VAT & DEL. 

MS Video for Windows 
Macromind Action 
Tempra, MMPlay 


£260. 2 $299.95 INC. 


VAT & DEL. 





SOUNDBLASTER PRO FOR 
MICRO CHANNEL PC’S (PS/2) 


£153.15 ornine 


VAT & DEL. 


SOUNDBLASTER 16 SCSI-2 
or SOUNDBLASTER 16 MCD 
WITH ADVANCED SIGNAL PROCESSOR 


avo £30. 00 PRICE 


VGA-TO-VIDEO Pee ecee 
OUTPUT FROM YOUR PC 
TO A TV OR VIDEO 


£131.13 2238" 


VAT & DEL. 





SOUNDBLASTER 16, PANASONIC 563 SOUNDBLASTER PRO, PANASONIC 563 
CD-ROM DRIVE, PRO DIGITAL MAINS CD-ROM DRIVE, J307 MAINS SPEAKERS 


SHEILDED | SPEAKE RS MICROPHONE pleats MPC ENCYCLOPEDIA, 
» ALDUS PHOTOSTYLER, LOOM & WHERE 
TOOLWORKS MPC ENCYCLOPEDIA, |N THE WORLD IS CARMEN SANDIEGO 


PHOTO CD ACCESS SOFTWARE INT. £31 4.8 


ADVANCED SIGNAL PROCESSOR CHIP 
PLEASE ADD £50 TO INLUSIVE PRICE 

MULTISESSION, DOUBLE SPEED, TRAY 
LOADING, EIAJ DIGITAL AUDIO OUT 


PHOTO CD COMPATIABLE 


int. £195.70 wren” 
Ex. £246.77 


£369.95 INC. 
VAT & DEL. 


INLUDES ALL ABOVE &| INLUDES ALL ABOVE & 
LOOM, THE ANIMALS, | TEMPRA, MACROMIND 
S.W.0O.T.L. & MONKEY ACTION & AUTHORWARE 
ISLAND ALL ON CD STAR ALL ON CD 


INT. £430.4 
ExT. 468.0 


$499.95 INC. 
VAT & DEL. 


$549.95 INC. 
VAT & DEL. 


$289.95 INC. 
VAT & DEL. 
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T.F.X. 

Strike Commander 

Strike Com. Spch. 

Strike Com. Tact. Ops.1 
Fi5 Strike Eagle Ill 
Harrier Jump Jet 

Stunt Island 

Dogfight 

Aces Over Europe 
Falcon 3.0 Fighting Tigers 
MiG 29 

Commanche 

Commanche Mission Disk 
A.T.P 

ATAC 

Bi7 Flying Fortress 
Gunship 2000 


Soundblaster Deluxe Edition 
Powerbeat pneacrseiig 


£76 5! loystick 
$89.95 INC. 
VAT & DEL. 


Soundblaster Pro Deluxe 
J307 Mains Speakers 
Analogue Joystick 


£1 22.6 $149.95 INC. 


VAT & DEL. 
Soundblaster 16 Basic 
Pro Digital Mains 
Sheilded Speakers 
Analogue Joystick 


£131.87 205 


VAT & DEL. 


£30.60 
£59.53 


VAT & DEL. 


£69.95 INC. 
VAT & DEL. 


$35.95 INC, 


Flight Simulator 4 
Flight Simulator 5 


Indycar Racer 
Sim Farm 

Task Force 1942 
Jordan In Flight 
Links 386 Pro 
Links 386 Courses 
NHL Hockey 





$19.95 INC. 
VAT & DEL. 


£16.9 
£34.00 #22" 


£44.95 INC. 
VAT & DEL. 





£38.2 


Pinball Dreams 

Pinball for Windows 
Sensible Soccer 
X-Wing 

X-Wing Imperial Pusuit 
Privateer 

Privateer Speech Pack 
Sargon V 


£27.95 
£29.95 
£29.95 
£32.95 
£29.95 
£29.95 
£29.95 


Eye Of The Beholder Ill 
Inca 

Yserbius 

Betrayal at Krondor 
Ultima Underworld 2 
Wizadry 7 

Space Hulk 





All games prices INCLUDE V.A.T. and Delivery 
The price you see is the price you pay II! 


Return To Zork 

Freddy Pharkas 

Retun of the Phantom 
Space Quest V 

Alone In The Dark 
Lure Of The Tempstress 
Rex Nebular 

Kings Quest 6 
Ringworld 

Simon The Sorceror 
Carmen Sandiego-Space 
Dune 2 


Lemmings 2 

Civilisation 

The Inredible Machine 2 
Syndicate Data Disk 
Gobliiins 

Gobliins 2 

Seal Team 

Litil Divil 

Microsoft WEP4 


Rebel Assault 
Legend Of Kyrandia 
Chessmaster Pro 
T.F.X. 

Sherlock Holmes 3 
WC1i & Ultima 6 
Great Naval Battles 
Underworld 1 & 2 
Monkey Island 1 
Space Quest 4 
SVGA Harrier 
Ecoquest 

Day of the Tentacle 
Alone In The Dark 
Dune 

Tornado 

we2 & Underworld 
WC1 Deluxe Edition 


MAIN PRICES EXCLUDE VAT. DELIVERY IS FREE 


FULLY INCLUSIVE PRICES ARE SHOWN 
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PC PLAYER ISSUE FOUR 





PRODUCT 
Hang-Gliding Ground School 





SOFTWARE HOUSE 
Flight Training System 


REQUIREMENTS 


Dos 5.0 Min, 640k Ram, VGA, Mouse 


SUPPORTS 


No Sound Card support, 
No Joystick support 


| start telling you about all 
the options and lessons that 
this program has to offer, | 














THANKS 
Thanks to 
Everard Cunion 
at Flight Training 
Systems for 
supplying this 
review copy of 
the program. 
Flight Training 
Systems can he 
contacted on 
(0202) 483847. 



















must make one thing perfectly clear — 
this is not a game. It is a serious training 
tool for hang-gliding students and as 
such is recommended for use in 
conjunction with a qualified hang-gliding 
instructor. That isn’t to say that students 
of other air-related pursuits couldn’t gain 


SOMEWHERE TO THE RIGHT OF PROGRAMS LIKE ATP AND 


FLIGHT SIMULATOR ARE PROGRAMS LIKE THIS, WHICH 


PROVIDE THE SERIOUS FLIGHT STUDENT WITH A WEALTH 


OF EDUCATIONAL MATERIAL. 


nomenclature lesson is included to 
refresh the memory. After working your 
way through that, basic principles of 
hang-gliding are covered, with small 
multiple-choice questions popping up 
throughout the lesson. These are a very 
good idea, allowing the student to click 
on an answer (the whole program is 
mouse controlled) and if it is the wrong 
response, attempt the question again. 


“THE MAIN POINT OF THIS MODULE IS TO TRY AND DEMONSTRATE THE 
RELATIONSHIP BETWEEN THE VARYING AERODYNAMIC PRINCIPLES INVOLVED IN 
FLYING A CRAFT OF THIS TYPE, AND AS SUCH GETS THE POINT OVER VERY WELL” 


something from it as well, because the 
program contains lessons, questions 
and information that pertain to all the 
major aerodynamic principles found in 
fixed-wing aircraft. But it is ultimately for 
the serious student of the sport and 
would undoubtedly provide a lot of the 
necessary information needed for basic 
training. 

The actual program itself is 
structured in such a way as to enable 
students to work through various 
introductory lessons, building up a 
knowledge that will be supported by real 
training. Progressing in this manner is 
only a recommendation, as the actual 
modules that you can access can be 
undertaken in any order. Starting off with 
basic hang-glider terminology and 
progressing through to aerodynamic 
principles, the whole thing has been put 
together so as to provide anyone 
wishing to learn about the principles and 
practices of modern-day hang-gliding 
with the most knowledge in the most 
accessible way. 

Most students will already know 
what the various parts of the actual craft 
are called, but nevertheless a _ brief 


The types of questions set range from 
specific hang-gliding questions to 
general aerodynamic ones that would 
serve the beginner pilot as well as the 
hang-gliding student. 

Aerodynamic theories abound in the 
program, with everything from why the 
craft stalls to why it actually flies in the 
first place covered, in most cases with 
the aid of animated airflow diagrams. 
This is the kind of knowledge that fixed- 


4. Control and Stability 





sara i 
The main menu is where all other modules can be 
accessed. Starting with basic hang-glider terminology 
and working up to all the aerodynamic principles 
involved in flying a hang-glider, the modules are 
structured, although this order doesn’t have to be 
followed 


The flying sections, as you can see from this screen 
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wing pilots could learn a lot from, so 
opening the program up to all sorts of 
possibilities. 

As well as the wide range of 
different topics covered in the program, 
there is also a simulation section that 
places you behind the craft and allows 
you to steer around the sky. The 
graphics representing this are very 
basic, but the main point of this module 
is demonstrate the relationship between 
the varying aerodynamic principles 
involved in flying a craft of this type, and 
as such it gets the point over very well. 

As | said at the beginning of this 
review, this is not a game and because 
of this it will not be awarded an overall 
mark. The program is aimed at the 
absolute beginner, but could also benefit 
a more advanced student. For any flight 
schools or hang-gliding schools reading 
this, | would definitely suggest checking 
Hang-Gliding Ground School out — it is 
very well presented, well programmed 
and contains an abundance of useful 
information. a 





shot, are not really that advanced. Regardless of this, 
they do succeed in getting across the relationship 
between the theoretical principles involved in 
piloting a hang-glider and the actual flying itself 
remarkably well 
















10 INTELLIGENT STRATEGY GAMES 
4D SPORTS DRIVING 


ARMOURED FIST ... 
ALONE IN THE DARK II 


ARNHEIM ANCIENT BATTLES & VULCAN 
BATTLECHESS 1... 
BENEATH A STEEL SKY. 
BETRAYAL AT KRONDOR 
BITMAP COLLECTION (Xenon, Speed Ball 2, Cadaver). 
BLADE OF DESTINY. 
BLOODNET 
CAMPAIGN |. 
CAMPAIGN II 
CARRIERS AT WAR . 
CHESSMASTER 2100 
CHESSMASTER 3000 
CHESSMASTER 4000 WIND! 
CIVILIZATION... 
CLASH OF STEE! 
COMPLETE CHESS SYSTEM (35k) 
CYBERACE.. 
DAY OF THE TENTACLE. 
DUNE II.. 
ELDER SCROLLS 
ELITE II (The Frontier) 
ELITE PLU: 
EPIC... 
EYE OF THE BEHOLDER 3 (Assault on Myth Dronmor) . 
FIELDS OF GLORY 
FLASHBACK. 
FORGOTTEN 
FRONT PAGE SPORTS 
GABRIEL KNIGHT.. 
GARDENERS WORI 
GOBLINS 3... 
GRAHAM GOOCHES CRICKET 
GRAND PRIX (Formula 1) Inc Editor. 
GRAND PRIX UNLIMITED 
GREAT NAVAL BATTLES 
ATLANTIC SUPER SHIPS 
AMERICA IN THE ATLANTIC 
SCENARIO BUILDER... 
GREAT NAVAL BATTLES 2 (GUADACANAL) 
HAND OF FATE 
HARPOON | V3 
HARPOON DE 
HARPOON DESIGNER SERIES | 
HARPOON BATTLESETS 3&4 
HARPOON SCENARIO EDITOR . 
HARPOON II... 
HIGH COMMAND 
HISTORY LINE 1914-1918 
HOYLES BOOK OF GAMES 1 
INCREDIBLE MACHINE (even more) 
INDY CAR RACING 
JORDAN IN FLIGHT 
JURASSIC PARK... 
KASPAROV'S GAMBIT . 
KING MAKER 
KINGS QUES 
KINGS QUEST 5 
KINGS QUEST 6 
KRISIS IN THE KR 
LANDS OF LORE... 
LEATHER GODDESSES OF PHOBOS II 
LEGEND OF VALOUR.. 
LEISURE SUIT LARRY 1 . 
LEISURE SUIT LARRY 6. 
LEMMINGS II The Tribe: 
LIFE AND DEATH 2 (THE BRAIN). 
LOST TREASURES OF INFOCOM 1 (20 games) 
LOST TREASURES OF INFOCOM 2 (12 games) 
MASTERS OF ORION 
MECH WARRIOR 2 
MICROSOFT ENT P. 
MICROSOFT ARCADE (Asteroids, Battlezone, Centipede 
MONKEY ISLAND 2 (Le Chucks Revenge). 
MONOPOLY (UK) 
MORTAL KOMBAT. 
NAPOLEONICS (AUSTERLITZ, BORODINO, WATERLOO) 
NFL COACHES CLUB FOOTBALL... 
OMAR SHARIF'S BRIDGE (DOS OR WINDOWS) 


TECH SUPPORT MOUSEMAT 
ON ORDERS OVER £35 





AIR TRAFFIC CONTRO! 

AIRBUS (US EDITION) 

AIR COMBAT CLASSICS (Battle of Britain, Battlehawks, SWOTL) 
ACES OF THE PACIFIC (1/2) & WWII 1946 MISSION DISK. 
ACES OVER EUROPE 

AIRLINE TRANSPORT PILOT V.! 

ATAC 


ATP. UP 

ANCIENT ART 

AV8 HARRIER (SVGA 

CHUCK YEAGARS AIR COMBAT 

DOG FIGHT... 

EVASIVE ACTION 

B-17 FLYING FORTRESS V. 

F14 FLEET DEFENDER .. 

E19 STEALTH FIGHTERIMIG 29 DUAL PACK . 


UNSH| 
MISSION DISK 

FLIGHT SIM 
AIRCRAFT & ADVENTURE FACTORY.. 
FLIGHT 911, 685, 701 
FLIGHT SIM TOOLKIT 
AIRCRAFT & FACILITY DIRECTORY 
PILOTS POWER TOOLS (INC FLIGHT PLANNER) 
AIRCRAFT & SCENERY DESIGNER... 
Seance & SOUND UPGRADE. 


NEW F; 
SCENERY DISKS 





FREE 





—omap ehermaate. 
a ie Wheel, Robin Way, Cuffley, Herts, EN6 40B 
‘Tel: (0707) 875757 Fax: (0707) 875513 _ 


PIRATES GOLD .. 
PLAYBOY DATE BOOK. 
POLICE QUEST Ill .. 
POLICE QUEST IV.. 
PREMIER MANAGER 
PRINCE OF PERSIA | 
PRIVATEER, 
PRIVATEER Speech Accessory Pac! 
QUEST FOR GLORY 1 (VGA) ........ 
QUEST FOR GLORY 3 (WAGES OF EA) 
RAILROAD TYCOON .. tr 
RAILROAD TYCOON DELIUXE. 
RALLY. 
REALMS .. 
RETURN TO ZORK. 
ROBOSPORT (WINDOWS; 
SAM & MAX HIT THE ROA\ 
SCRABBLE DELUXE (CGA/EGA 
SCRABBLE VGA....... 
S.S.N-21 SEAWOLF 
SENSIBLE SOCCER 
SHADOWCASTER.. 
SHANGHAI Il (MAH JONG 
SID & ALS INCREDIBLE TOONS 
SIM ANT (WINDOWS) 
SIM CITY 2000 . 
SIM EARTH 
SIM FARM . 
SPACE HULK 
SPACE QUEST 1-4 VGA 
SPACE QUEST 5 
SEAL TEAM...... 
SPELL CASTING 201 (Sorceror’s Appliance} 
STAR LORD. ea 
STAR TREK JUDGEMENT RITES (Limited Edition inc Video) 
STREETFIGHTER I! 
STRONGHOLD. 
SUB WAR 2050 
SUPER TETRIS 
SYNDICATE .. 
DATA DISK (American Edition) 
TASK FORCE 1942... 

























































































































THE GAMES (ESPANA ‘92 
THE TIMES CROSSWORD (120 PUZZLES) 
TRIVIAL PURSUIT (CGA/VGA) 3.5° ONLY.. 
TRIVIAL PURSUIT DELUXE (VGA)... 
TURNING POINTS (Armada, Gettysburg, Waterloo) . 
TV SPORTS BASEBALL... 
TV SPORTS BAKETBALL. 
ULTIMA 7 II (SERPENT ISLE).. 
ULTIMA VIII (PAGAN) ........-.----eceeeeeenes 
ULTIMA UNDERWOELD I! foyem of Worlds) ... 
UNNECESSARY ROUGHNESS . 
V FOR VICTORY 2 (Veriluke Luk: 
V FOR VICTORY 3 (Market Ga a 
V FOR VICTORY 4 (Gold, Juno,Sword) 
VEIL OF DARKNESS . - 
WAR IN RUSSIA...... 
WING COMMANDER 1 ....... 
Mission disks 1 & 2 Dual Paci 
WING COMMANDER 2 + Speech Accessory Pack 
Special Operations 1 & 2 Dual Pack 
Speech Accessory Pack....... 
WINTER CHALLENGE 
WINTER OLYMPICS .. 
WIZARDRY 7 (Crusaders of the Dark Sav 
MISSION DISK (1 Imperial al Pursuit) 
MISSION DISK 2 (B Wing) .. 


ZORK 1 & 2. 
NEW CATALOGUE 
NOW AVAILABLE 
















































EXOTIC ISLANDS. 

CALIFORNIA COLLECTION 

GRAND CANYON, HAWAII, TAHITI 
GREAT BRITAIN SCENERY 3 DISK SET 


QUICK SCENE 
US EAST/WES 
FLIGHT SIM 5 
PARIS/NEW YORK... 
SAN FRANCISCO/WASHINGTO! 
MAXIMUM OVERKILL.. 
MISSION DISK 1 
MISSION DISK 2 
MEGA FORTRESS 
PACIFIC STRIKE. 
RED BARON & 
SECRET WEAPONS OF THE LUFTWAFFE.. 
DO335, HE162 MISSION DISKS 
STIRKE COMMANDER... 
STRIKE COMMANDER SPECIAL OPS 


DESERT STORM 
TOWER: 





Be Mon - Fri 8am - 8pm 
ine Sat9am-7pm 


Bhal-mCloli mallee) 


DAVID LEADBETTERS GOLF (Microprose 
LINKS COURSES: BAYHILL, BOUNTIFUL, DORADO, NORTH TROON (US) 
LINKS ORIGINAL 
LINKS PRO (386, 486, SVGA ONLY) .. 

COURSES: (BANFF, COUNTRY PINES, FANTASY COURSE, FIRE- 
STONE, INNISBROOKE, KAMPALA, MAUNA KEA, PINEHURST 2, ST 
ANDREWS, THE BELFRY)... 


The Office 


AUTOROUTE EXPRESS 
AFTER DARK (SCREEN SAVER) 
DESIGNWORKS 

DELUXE PAINT ENHANCER V2. 
DOS 6.2 UPGRADE (Until 30/3/94) .. 
DR SOLOMANS VIRUS KILLER . 
EXPRESS PUBLISHER 

FRENCH ASSISTANT 

GERMAN ASSISTANT .. 

MAVIS BEACON 2 DOS & WINDOWS 
MAVIS BEACON XT 3.5" ONL 
MINI OFFICE PERSONAL (XT) 
MICROSOFT WORKS DOS & WINDOWS. 
PRINT SHOP DELUXE.. 


QUICKEN (DOS), 

QUICKEN (WINDOWS) 

QUICK INVOICE 

SCREEN CRAZE (Screen Saver) 
TIMEWORKS PUBLISHER 3. 
VISTA PRO. 
WINDOWS 3.1 (UPGRADE) 
WINDOWS 3.1 & MOUSE . 











FUN SCHOOL 

FUN SCHOOL 4 UNDER 5, 5-7, 
GERMAN MASTER .. 
HENRIETTA'S BOOK 
HOORAY FOR HENRIETTA VGA 
ITALIAN TUTOR 

MAGIC MATH: 

MEGA MATHS 

MICRO ENGLISH . 

MICRO FRENCH 

MICRO MATHS.. 





PC GLOBE (Maps & Facts) .. 
PHYSICS 


ADVANCED GRAVIS PRO JOYSTICK 
ANALOGUE TO DIGITAL JOYSTICK ADAPTOR .. 
CH FLIGHT STICK... 
CH FLIGHT STICK PR 
STARFIGHTER DIGITAL GAMES PAD . 
GALAXY NX PRO CARD (Inc Speakers) 
JOYSTICK Y CONNECTOR... 
JOYSTICK EXTENDER (6F7) .. 
JOYSTICK SMART CARD (8-80 Mhz) 
PC SERIAL MOUSE 
PYTHON DIGITAL JOYSTICK. 

QUICKSHOT SOUND PACK (INC SOUNDBLASTER, WARRIOR JOY- 
STICK , SPEAKERS + 3 GAMES) h 
SOUND MATE SPEAKERS. 

THRUSTMASTER JOYSTICK .. 

THRUSTMASTER WEAPONS CONTROL SYSTEM 

VIRTUAL PILOT 








BOOT) 

ALONE IN THE DARK 

ATP + EAST & WEST 

BRITANNICA FAMILY CHOICE 
CALIFORNIA/HAWAII GOLFGUIDER (INC LINKS 
CHESSMASTER 3000 (MULTIMEDIA) 
COMPTONS INTERACTIVE ENCYCLOPEDIA. 
DAY OF THE TENTACLE 

DRACULA UNLEASHED , 

DUNE. 

INDY J 

IRON HELIX 

KINGS QUE 

KODAK CD-ACC! 

LEGEND OF KYRANI 

LAURA BOW I... 

LORD OF THE Ri 

MAVIS BEACON TYP! 

MIGROCOSM 

MICROSOFT BEETHOVEN. 

MICROSOFT CINEMANIA 

MICROSOFT DINOSAUR 

MICROSOFT ENCARTA... 

MICROSOFT MUSICAL IN: 

MICROSOFT WORKS . 

MONKEY ISLAND | 

REBEL ASSAULT . 

RETURN TO ZORK. 

SECRET WEAPONS OF THE LUFTWAFFE (INC ALL MISSION DISKS 
SHERLOCK HOLMES CONSULTING DETECTIVE 3 
STAR TREK 25TH ANNIVERSARY 

STAR WARS CHESS 


WORLD ATLAS 


All prices include VAT & P&P (UK only) and are subject to change without notice. Products offered subject to availability. E&OE. Please state Processor, Screen 
Type as well asdisk size when ordering and allow sufficient time for cheque clearance. Callers by appointment only. If a product you require is not listed please call. 





WELL KNOWN FOR ITS STRATEGY AND FANTASY 


GAMES, SSI HAS KEPT THE BALL ROLLING WITH 


ITS UP AND COMING RELEASE, BASED LOOSELY 


ON THE GAME OF CHESS. 








Dos 5.0 Min, 4Mb RAM, 386, VGA 


Soundblaster, AdLib, Roland Sound Cards, Mouse 


LEGIONS 


has always been’ known _ for 
producing some of the best loved 
fantasy and strategy games on the 
PC, with the likes of Carriers at War and 
Dark Son gaining huge audiences due 
to their playability and imaginative 
characters and plots. Now, in 






basic core of the game that has been 
used as a starting block. 

In chess there are eight pieces that 
can move in a variety of directions. 
Each has a different place in the overall 
game hierarchy and it was this basic 
idea that prompted the development of 


“A SPOKESMAN FOR SK COMMENTED THAT ‘WHEN DESIGNING DARK LEGIONS, 
IT WAS OUR GOAL TO DESIGN A GAME WITH SIMPLE RULES, YET WITH 
INFINITELY COMPLEX STRATEGIES AND DEPTH’” 


conjunction with a small Canadian- 
based development company, Silicon 
Knights (SK), it is about to release its 
latest and possibly greatest creation, 
Dark Legions (DL). Although the game 
is based very loosely on chess, actually 
playing it reveals that it’s only the very 








portrayed as more of a attleground than 
‘ $ but the creatures are still confined to certain movement patterns. When engaging a piece in battle, a number of 
 & | factors come into play that will ultimately decide whether you win or lose the confrontation 





ual hoard, 


DL. Each of the 16 characters 
appearing in the game has different 
strengths and weaknesses and is able 
to move about the playing area ina 
predefined way. 

Combining all this together gives 
playing possibilities that outweigh even 
chess, because the greater number of 
pieces and the greater diversity in 
movement give an almost infinite 
amount of playing possibilities. A 
spokesman for SK commented that 
“When designing Dark Legions, it was 
our goal to design a game with simple 
rules, yet with infinitely complex 
strategies and depth. Dark Legions 
boasts 16 characters that differ vastly in 
strengths, weaknesses and special 
abilities, and also allows players to 
customise characters and armies to suit 
their own playing style”. 

One of the key points that SK 
concentrated on was the character 
development of the pieces involved in 
the game. In order to get everything 
looking just how they wanted it to look, 
the animations in the game had to be 
as realistic and lifelike as possible 
(although just how many of you have 
ever seen a wraith walking down your 
local high street?). To accomplish this a 
team of expert animators was brought 
in to put all the necessary work into the 


game. All the animation team members 
had prior experience in either animated 
films, cartoons or commercials, 
including the animated films Heavy 
Metal, Beetlejuice and other top-rated, 
American Saturday morning shows. 

The intricacy of the animation in the 
game is such that for some characters 
like the water elemental, the memory 
requirements are huge — in this 
particular instance 750k. Obviously, 
even for a PC with 4Mb of RAM this is 
going to cause considerable problems, 
especially as there are going to be 16 
other characters for the computer to 
keep track off as well as the game 
engine itself. 


without excessive disk access and huge 
memory requirements. 

This allowed the programmers and 
artists to bring out the characters’ 
personalities to their fullest potential, 
with characters such as the troll being 
slow and lumbering and the fire 
elemental having fast and explosive 
movement that will cause the opposition 
a great deal of problems. 

One other aspect that SK decided to 
concentrate on was the ability to have 
two players playing head to head, via 
either a modem or a network. “Silicon 
Knights has always had a commitment 
to multi-player games. We believe that 
there is no substitute for human Vs 


“IT SEEMS THAT DL WAS DESIGNED WITH MODEM/NETWORK PLAY AS A KEY 
FACTOR, AND NOT AS AN AFTERTHOUGHT LIKE IN SOME OTHER GAMES” 


The simple solution would be to 
have the hard drive act as virtual 
memory, with the necessary data being 
dragged off as and when it is needed, 
but anyone who has played Flight Sim 5 
knows just how much frustration this 
causes when you have to wait as the 
new data is loaded in. A break in the 
gameplay is the last thing you need at 
the best of times, and so _ the 
programmers developed a_ very 
ingenious method of decompressing all 
the animations in the game on the fly. 
This enables all the character 
animations to be stofed in memory 





human competition. In Dark Legions 
you can have a challenging game 
against the computer or against your 
friends, and with the demand for 
modem and network games growing 
rapidly, we felt that it was time to 
develop a game that not only supported 
connectivity but actively supported it,” 
stated the SK spokesman. 

In fact, the game 


will play 


seamlessly over two machines and 
some of the characters have been 
specially developed to make use of this 
feature. The phantom is one of these. In 
the game, it is invisible. In a normal two- 





DARK LEGIONS 





player, one machine type of game this 


would not make that much of a 
difference because the character would 
be invisible to both the controlling and 
the defending player. In DL, the 
phantom is only invisible to the 
defending player. The controlling player 
can see him perfectly well, and can 
make use of this feature to try out 
strategies that would otherwise be 
unavailable. It seems that DL was 
designed with modem/network play as a 
key factor, and not as an afterthought 
like in some other games. 

When we got to see DL, the game 
was only about 65 per cent finished, but 
all the character animations were fully 
coded, and they looked spectacular. 
The way that they move and fight is 
something that has obviously had a lot 
of time (and money) spent on it, with 


things such as the elementals morphing Be ctetito 
out of their respective base entities (fire, | become 
earth, water) into lethal killing machines, ‘computer 
and trolls and wizards carrying out | generated 
intricate and detailed movements. The _ | figutes. The 


characters all 
had intricate 

pencil 

' sketches 
made of them, 
and from | 
these initial 
stages, 
animations 
were 
designed and 
implemented. 
Eventually the 
figures that 
you can see 

i here were. 


attention to detail is faultless, and with a 
release date set for sometime over the 
next couple of months this should be 
one for SSI fans to look out for. a 
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50 YEARS 
FROM NOW, 
THE HUMAN 
RACE FACES 

TOTAL 
EXTINCTION. 
WHAT 
WOULD YOU 
DO IF FACED 
WITH SUCH A 


PROSPECT? 


| is in danger. An 

enormous asteroid 

\ 1 is on a collision 
course and after an abortive attempt to 
destroy the object, the governments of 
the world concede that mankind is fated 
to die. The impact from the asteroid 
would return the planet to an ice age 
through which nothing would stand a 








Outpost 


| Sierra 








| DOS 5.0, Windows 3.1, 386/25, SVGA, 4Mb, Mouse | 
>) Yo) RTS ae 





Soundblaster, AdLib, Roland, General MIDI Sound Cards 


chance of surviving. With this knowledge 
in mind, an_ international coalition 
instigates a massive project — a vast 
spacecraft which will carry some 
members of the human race beyond the 
realms of our solar system and on to a 
totally new world. Although the 
population of Earth is doomed, the 
seeds of humanity must be sewn 
elsewhere to ensure the prolonging of 
our race. By freezing a small number of 
people and transporting them to another 
world, it is hoped that life can go on... 
Playing the part of the mission 
commander, it’s your job to ensure that 
humanity is sustained. By dispatching 
probes to distant systems, you must 


choose where you’re going to take your 


cryogenically frozen cargo. Once a 
suitable location is found (from a vast 
library of potentials) you send the 
‘mother of all motherships’ on her 
maiden voyage. By the time the 
passengers reach their final destination, 
humanity on Earth will be long 
gone...just the few thousand people on 
your ship will be all that’s left. 


Arriving at the potential home-world, 
you are put in complete control of the 
development of the new colony. 
Sending out seed-pod ships containing 
some of the population establishes a 
central base which soon grows into a 
small town situated on the surface of 
your planet. As the population gradually 
expands, you have to ensure that all of 





Once a colony has developed and its manufacturing 
processes are at a high level, it’s worth considering 
orbital stations and defence programs. Work on 
anything from orbital research labs to massive 
weapons which destroy any incoming asteroids 











OUTPOST AND NASA 


Virtually every aspect of Outpost is 
based on current NASA research 
data into interplanetary science, 
robotics, terra forming and 
interstellar spacecraft design. 
Developed by Bruce Balfour, a 
former NASA employee (and co- 


your citizens’ needs are catered for — air, 
water, food and fuel are all vital to 
survival, so either natural resources or 
manufacturing devices must be utilised 
to provide sustenance. 

Once a habitat is established in 
which the new colony can thrive, you’re 
then thrown into a full Sim City 2000- 
type scenario, in which it’s not only the 
necessities of life that must be provided. 
Your population requires entertaining, 
educating and caring for, so you will 
have to provide the required amenities 


designer of Laura Bow: The Dagger 
of Amon Ra) and programmer Gregg 
Tomko-Pavia, formerly a member of 
the Galileo Navigation Team at the 
Jet Propulsion Laboratory, you can 
be pretty sure that many of the 
design details are very accurate. 


The team has worked particularly 
hard to illustrate all of the data 
gleaned from NASA in a way that 
will show relativistic effects, 
orbital calculations, spacecraft 
design and how technology could 
stand in the not-too-distant future. 


amenities and facilities for the workers 
and their families. At this point your 
resource management (as well as 
game-time management) becomes 
increasingly strained as you attempt to 
manage numerous vast complexes. 
After just a few decades your outpost 
will soon be a thriving city with a growing 
population, and at this point there will no 
doubt be problems to be coped with at a 
social level. Civil unrest and breakaway 
rebel factions are just two of the 
problems which must be faced — life as a 


“VIRTUALLY EVERY ASPECT OF OUTPOST IS BASED ON CURRENT NASA 
RESEARCH DATA INTO INTERPLANETARY SCIENCE, ROBOTICS, TERRA FORMING 
AND INTERSTELLAR SPACECRAFT DESIGN” 


while attempting to strike a balance 
between different forms of industry. Set 
up research laboratories into genetics, 
health, nanotechnology and defence — 
pretty much everything has to be 
covered if you’re going to colonise an 
entire planet successfully. Other games 
which have covered this-sort of scenario 
have stopped at a simple futuristic 
creation simulation-style scenario, but 
Outpost goes still further. 

As with Earth, you can’t utilise a 
planet’s best assets without digging 
deep underground, so Outpost provides 
numerous levels of underground 


exploration and exploitation facilities to 
provide you with essential minerals and 
resources with which to advance your 
colony to new limits. Mines must be 
established with points secured at 
different levels, and these shafts and 
passages must each be supported by 





Although the entire human race can’t be saved, it’s 
hoped that by transporting a small number of people, 
humanity can continue to expand throughout the 
universe. This huge mothership leaves the Earth with 
just a few humans aboard 


politician and race-builder isn’t quite as 
easy as it at first seems. 

When unveiled at the recent winter 
CES, it was more than apparent that 
Outpost caused quite a stir among those 
who saw it. Its incredible hi-res SVGA 
visuals, orchestral sound (there is an 
awesome-sounding arrangement of the 
complete Holst Planets suite) and 
complex gameplay set this apart as one 
of the few games which are truly part of 
the ‘new age’. Like Sim City 2000 
(reviewed this issue, page 26), Outpost 
uses all of the features offered by a 
modern PC and pushes them to a point 
where some truly stunning results are 
achieved. 

As you can see from the screen 
shots we have featured across this 
preview, the game is filled with gorgeous 
rendered 3D artwork. Many games only 
use this for fancy intros and brief cut- 





Although you are effectively starting again as far as a 
home-world goes, you do still benefit from the 
knowledge of humanity’s greatest scientists. The 
computers aboard your colony ship ensure that you 
always have the best possible research facilities 


| There are some gorgeous graphics 

| found throughout the game, with 

| hoth cut-scenes and game screens 
benefiting from the wonderful 3D 

| Studio generated visuals 





scenes, but Outpost takes _ this 
graphical style and transplants it onto 
the gameplay interface as well. 
Presented basically as an isometric 
resource management system (a la Sim 
City 2000), the game uses _ pre- 
rendered graphics to illustrate every 
different building and facility across 
your new colony. The result is 
something which is nothing short of 
stunning. 

As we go to print there is only a 
multi-media version of the game 
planned, although sources at Sierra in 
the US intimated that there would be a 
trimmed-down version of Outpost 
available on floppy later in the year — 
however even a cut-back game would 
require at least 20Mb of hard drive 
space to run effectively! Fortunately, 
despite the immense visuals, Outpost 
doesn’t require an enormous amount of 
power to run — just 4Mb, an SVGA card 
and a reasonable speed processor are 
all that is required alongside your CD- 
ROM drive. 


Watch for Outpost hitting the shops @ 


some time around the end of March or 
the beginning of April. Hopefully we will 
be bringing you a review of the game in 
issue five or six of PC Player. a 





Initially, 
development of an 
outpost is at ground 
level. However as 
needs grow and 
industry increases, 
you will find it 
necessary to move 
underground 





Beneath the 
surface of the 
planet you can 
establish mining 
facilities, 
powerplants and 
whole networks 
of vital 
infrastructure 






AHEM! YOU HAVE THE RIGHT To 
PAY LESS FOR YOUR P.C. SOFTWARE, 
You HAVE THE RIGHT TO SELL YOUR 
GAMES FOR CASH, ANO You HAVE 
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WELL Buy YOUR UNWANTED SOFTWARE OR 
HARDWARE AT VERY REASONABLE RATES- OR LET 
YOU PART-EXCHANGE IT TOWARDS ANYTHING 
YOU WANT! WE ALSO SELL Tons of TOP 
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HARDWARE IN STOCK! JUST Car US FOR 
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ADDRESS icici iS 
CALL INTO OUR WACKY WEST- END SHOP: 5 
(4-3 WHITFIELD STREET] | pemer we | 
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STRAYING FROM ITS USUAL PATCH - THAT OF THE FLIGHT 
SIM = MICROPROSE’S UFO AIMS TO COMBINE ELEMENTS 
OF STRATEGY AND COMBAT INTO ONE NEATLY 


tht Sycisw 





PACKAGED PRODUCT, ALL READY FOR YOU TO ENJOY. 








The lahs that are scattered around the area need to he protected from the alien visitors, or else the world could 


soon find itself looking down the barrel of a rather large ray gun! 


first hearing about this title, 

there were a few people in 

ithe office who emitted 
gasps of astonishment. Not because the 
game didn’t involve lowering landing 
gear and locking onto enemy MiGs, but 
because their first thought after hearing 
the title was, “UFO — you mean as in the 
Gerry Anderson programme?”. Sadly, 
especially for those who were weaned 


Picture the scenario if you will — it is 
the year 1999 (funnily enough, the title 
of another Gerry Anderson show, Space 
1999). Sightings of high-tech alien craft 
have been increasing dramatically, 
causing a great deal of interest among 
the human race. Unsurprisingly, the 
world leaders want to try and make 
contact with these visitors from another 
planet. Strange beings from space are 


“COMBINING THE INTERFACE OF A POINT-AND-CLICK ADVENTURE WITH A 
DEEPLY STRATEGY-ORIENTATED OVERALL GAME PLAN, UFO GIVES THE PLAYER 
THE CHANCE TO TAKE COMMAND OF THIS ELITE FIGHTING FORCE AND ATTEMPT 

TO RID THE WORLD OF THE ALIEN THREAT” 


on a diet of puppet tomfoolery and 
cheap effects, the answer is a 
resounding no. The UFO in this case 
pertains to the story of the game, and 
involves all manner of differing 


gameplay elements to try and make this 
game a little bit different. 





‘An example of the stu 
the game. Although only a cut scene, everything is 
smoothly animated — and just look at those colours 


‘As part of the seek and destroy missions, you will be 


not a regular occurrence in this part of 
the galaxy and so, perhaps naively, 
attempts are being made _ to 


communicate with the strangers. 
Unfortunately, every attempt has 

been met with vicious hostility — daily 

reports flood in from around the globe 





required to hunt down the aliens and try to stop them 
from compromising your bases 


UFO: Enemy Unknown — 
OF 


| Microprose 
March 
4\i 


Dos 5.0 Min, 4Mb Ram, 386, VGA 


Soundblaster, AdLib, Roland Sound Cards, Joystick 
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with stories of kidnapping, murder, 
terrorism and slaughtering of livestock. 
The nations of the world decide to fight 
force with force and a special defence 
coalition, XComm, is set up using funds 
from all the countries that have been 
affected by the alien protagonists. This 
is the story so far. 

Combining the interface of a point- 
and-click adventure with a deeply 
strategy-orientated overall game plan, 
UFO gives the player the chance to take 
command of this élite fighting force and 
attempt to rid the world of the aliens. 

In the first instance, bases are built 
and maintained all over the world, 
but there are problems. Weapons 
management, people management, 
food supplies and a whole host of other 
things must all be regulated to enable 
the world to come off the defensive and 
start fighting back. As well as the 
strategy element, there are chunks of 
the game that simulate the seek and 
destroy missions that are undertaken. 
Portrayed in isometric 3D, they manage 
to create a fair amount of atmosphere 
and tension. 

Set for a March release, look out for 
a full review of UFO — Enemy Unknown 
in next month’s issue of PC Player. M& 











s nice to see a 
simpler approach 
being taken to in- 
game graphics, 
with the emphasis 
being placed on 
colour and 
definition rather 
than how complex 
the image can be 
made 
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Great Naval Battles 








MADE FAMOUS IN TOP GUN, THE 


GRUMMAN F-14 TOMCAT IS 


AMERICA’S FINEST NAVAL 


| since the dawn of 

20 fa Y time, Microprose 
i W MW has been working 
on flight simulations, toiling away just to 
perfect the flight model of the F-15 or 
whatever. Microprose is, if you like, the 
grandfather of the home computer flight 
simulation. Almost every American jet 
you care to mention has been simulated 
and Microprose is also responsible for 
Spectrum Holobyte’s superlative Falcon 
3 and MiG 29 in the UK. But | don’t think 
it is going to stop producing these things 
until it has succeeded in programming 
the ultimate flight simulation. | wonder if 
this is it? 


FIGHTER AIRCRAFT. 


FLEET D 





the seven seas of the world, although 
you will have to fly a few land-based 
sorties. Graphically it’s an improvement 
over the existing F-15 Strike Eagle III 
sim, as ground detail is essentially not 
as important because all that is below 
you is blue as far as the eye (and 
probably the radar) can see, apart from 
the odd frigate or patrol boat. Instead, 
more attention has been paid to 
portraying the sky in a realistic manner, 
with beautiful sunsets and cloudy skies 
providing the background for F-14’s 
many sorties. 

Previous flight simulations from 
Microprose have tended to be slightly 
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F-14 Fleet Defender 
_ Microprose | 
Summer 
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Soundblaster, AdLib, Roland and 
ProAudio Spectrum Sound Cards, Mouse, Joystick 


“PREVIOUS MICROPROSE FLIGHT SIMULATIONS HAVE TENDED TO BE SLIGHTLY 
SIMPLER THAN FALCON 3 OR TORNADO, MAKING THEM PERFECT 
INTRODUCTION GAMES FOR THE ROOKIE ARMCHAIR PILOT. WHETHER F-14 
FLEET DEFENDER FOLLOWS THIS TREND REMAINS TO BE SEEN, BUT WHAT | CAN 
GUARANTEE IS THAT THERE WILL BE NO LACK OF DOGFIGHTING” 


F-14 Fleet Defender is based on the 
Grumman Tomcat, the multimillion 
dollar swing-wing naval aircraft, which is 
the only jet fighter to carry the AIM-54A 
Phoenix. The Phoenix is the longest- 
range fighter air-to-air missile in the 
world, able to home in on and destroy 
an airborne target over a hundred miles 
away! For this reason, the Tomcat is 
equipped with one of the most 
sophisticated radar systems, allowing 
the pilot to acquire his target, lock on, 
fire the missile and leave the rest to the 
radar. Minutes later the missile reaches 
its destination, which is bad news for the 
enemy if it hits, but is equally dire for 
you if it misses, considering they cost 
half a million dollars a shot! 

As the Tomcat is primarily a naval 
aircraft, Fleet Defender is carrier-based 
with most of its missions set high above 





te 


As shown in the picture, the Tomcat’s HUD has been 
simplified somewhat, with just the bare essentials all 
clearly laid out around the cockpit. This makes it 
perfect for the rookie pilot who doesn’t want to be 
confused by loads of dials and gauges 


simpler than Falcon 3 or Tornado, 
making them perfect introduction games 
for the rookie armchair pilot. Whether F- 
14 Fleet Defender follows this trend 
remains to be seen, but what | can 
guarantee is that there will be no lack of 
dogfighting involving the most 


sophisticated fighter aircraft the western 
forces have to offer. 

As yet, F-14 Fleet Defender is still 
undergoing testing, but is pencilled in 
for a summer release. Expect it to retail 
for a price of around £45. 








Compared to the real thing, this Tomcat’s cockpit is 
almost bare. Mind you, F-14 Fleet Defender isn’t 
designed to be a frighteningly realistic simulation — 
everything has been slightly simplified to make the 
game easier to play and more exciting 





The game features 
various camera 
angles, allowing 
you to view your 
plane from almost 
any angle and 
check out the 
enemy wherever 
they may be. It 
still doesn’t make 
landing on an 
aircraft carrier 
any easier though 






There’s not much you can do graphically with miles of € A 
sea, so instead Microprose has included stunning sky \ ® "hi. 
views. If you’re going to die, what better place than 

in the middle of a tranquil ocean as the sun sets in 

the distance? 


SPORT & BUSINESS SOFTWARE 


FLIGHT DECK PROFESSIONAL IBM Software 
CONTROL YOKE & PEDALS 
FOR FLIGHT & DRIVING 
SIMULATIONS 


Features Include: 


@ 3 Axis control yoke with throttle lever. 


© Switchable pedals for rudder control or 
brake/accelerator options. 


© High quality tubular steel 


© Manufactured in Great Britain to IBM™-* Se 
specifications by. Yates s Avionics. 


2 Pedals operate ie 
° “Fwelve months conltion 


° Naniecures feline 


ve High "yay petonee for smooth action. 


{Ih pimation - Tel Bill 
ders or other enquirie 
on 092, 





Prices include V.A.T. and delivery by post on U.K. Mainland. 
Orders can be taken: by telephone on 0922 59070, Access and 
Visa are both welcome, by mail with cheque or Postal Orders 
to S.A.B, or in person at Gamebusters. 


MANY OTH 


C/o 
E.8.0.6 Business Hours 10am - 6pm 


SILVERSTREAM 
EUROPE LTD 


85A STATION ROAD, CROPSTON 
LEICESTERSHIRE. LE7 7HG 


MADE IN THE UK PRECISION TDK 



















3.5 HD 


(50 or more) 3 ad 2 
3.5' DD 
(50 or more) 30 49 59 





PLEASE NOTE: ALL OUR DISKS ARE CLIP GRADE A 100% CERTIFIED 
ERROR FREE WITH A LIFETIME GUARANTEE... 


100 CAPACITY DISK BOX 
40 CAPACITY DISK BOX... 
ROLL OF 1000 LABELS 
ANTISTATIC NEOPRENE MOUSE MAT... 
3.5' DISK HEAD CLEANER & SOLUTION. 
1.6 PARALLEL CABLE 
3 BUTTON GERAL MOUSE 
CD ROM STORAGE BOX HOLDS 38 CD'S 


The Most Exciting Piece Of hardware For '94 - 0891 501044 


0533 340360 / 0533 340835 
j Please Add £8.95 P&P, Allow 3-5 Days Delivery 7 
‘i All Cheques To Silverstream Europe Ltd _ 

















ndard analogue joysticks. 


Thank you for your interest and any comments. 





DISCOUNT 
PRICE: 
£149.00 
£74.95 
£89.95 
£24.95 
£33.00 
£29.95 
£39.95 
£34.95 
£24.95 
£29,95 
£34.95 
£17.95 
£17.95 
£34.95 
£27.95 
£27.95 

Pre lh. 95. 
£29.95 
£14.95 
£34.95 
£29.95 


TITLE: 
FLIGHT DECK PRO 
FLIGHT DECK PEDALS 
FLIGHT DECK YOKE 
NETWORK Q RALLY 
PRIVATEER 
FRONTIER- ELITE Il 
FLIGHT SIMULATOR 5 CD-ROM 
TORNADO CD-ROM 
AIRCRAFT & SCENERY DESIGNER 4.0 
ACRE & SCENERY DESIGNER 5.0 
iHT SIMULATOR 5 
NE 'YORK DISK FOR FLIGHT SIM 5.0 
ARIS DISK FOR FLIGHT SIM 5.0 
ITALY DISK FOR FLIGHT SIM 4.0/5.0 
A.T.P. (REVISED EDITION) 
__GUNSHIP 2000 VGA 
~ GUNSHIP 2000 MISSION DISK 
TORNADO 
IMPERIAL PURSUIT 
FLIGHT SIMULATOR 4. 0. B 
FALCON 3.0~ 5 
_ FALCON MISSION 
OPERATION FIGHTING TIGER 
STRIKE COMMANDER 
STRIKE COMMANDER SPEECH 
ACCESSORY 
R “ia FORMULA ONE 


~ 
construction. 
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£19.95 
£32.95 


£14.99 


£29°95 
£29.95 
£29.95 
£27.95 
£2295 
£29.95 

£9.95 
£34.95 
£59.95 
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=R JUMP JET 
CAR AND DRIVER 
LOTUS - THE ULTIMATE CHALLENGE 
ACES OVER EUROPE 
WARRIOR 5 ANALOGUE J/S 
FLIGHTSTICK 
FLIGHTSTICK PRO 
INDYCAR 
TFX 


ve 0543 503018 
i 1. Pete Robinson 


2 59070 


ER SCENERY DISKS AND SOFTWARE PRODUCTS IN STOCK. 


PLEASE CALL 0922 59070 FOR CURRENT LISTS AND INFORMATION 


Gamebusters, 206-208 Walsall Wood Road, 
Aldridge, Staffordshire, WS9 8HB 
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0891 990 505 Way 0483 725 905 
To Download To View 


Amiga shareware including files from the 
Fred Fish Collection plus lots more to down- 
load at V32bis V32, V22bis, V22, V23, & Hst 
etc. 8 data bits, no parity 


INTERNET CONNECTED 


Microland is planning to get connected to the world's largest network toward's the end of January. 
We will be able to provide full global mail, news, software archive, and interactive services, 
Don't miss out get connected and explore the world of intennet. See online bulletin for details. 

















Why wait for your software when you can download now direct to your computer. Microland 
offers you speed connections and most files are compressed to minimise the cost, Check it out on 
0483 725 905 at normal call charges. So much shareware you are spoilt for choice. 


Call to 0891 990 505 charged at 36p per minute cheap rate, 48p per minutes all other times. 
Trevan Designs Ltd. PO Box 13, Aldershot, Hants. GU12 6YX, 








ISSUE 1 

The first issue of the most 
innovative and original PC 
games publication on the 
market. If you missed out, 
order quickly because this 
is already in very short 
supply 








‘before it’s too 

late! There’s still 
! I | time to get your 
hands on the last three issues of PC 
Player. Don’t wait for too long because 
supplies are already running extremely 
short, SO move now if you want to 
complete your collection of the only 
magazine dedicated to the serious side 
of PC entertainment... 


SIMPLY FILL IN THE FORM BELOW 
AND INCLUDE A CHEQUE OR POSTAL 
ORDER FOR £3.00 


Make sure you don’t miss out in future 
months by subscribing to ensure that 
you receive your copy of the magazine 
every month? Simply turn to page 63 for 
further details of how you can get a 
year’s supply of simulation, adventure 
and strategy coverage along with a top- 
quality game thrown in at a bargain 
basement price. 





\ISSUE 3 
|Esteemed graphic novelist Dave Gibbons 
|talks to PC Player about his involvement 


with Virgin’s superb Beneath a Steel Sky. 


Plus, how Silicon Graphics are affecting 
|PC games. 
| 


rerun 
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eeuetn 1993 - £2.25 


SIMULATION ADVENTURE STRATEGY 








ISSUE 2 








Featuring the first ever review of Sam & Max, 
along with Aces Over Europe, IndyCar Racing, 
Star Trek: Judgment Rites and much more 
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THE TEAM IS NOW PREVIEWING A NEW 3D RPG... 
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Dos 5.0 Min, 4Mb Ram, 386 DX, SVGA 
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the past few months we’ve had 

our fair share of new RPGs in for 

. preview. We’ve had Interplay’s 
gorgeous-looking Stonekeep, the Twin 
Dolphin-developed Forgotten Castle, 
Origin’s Shadowcaster...the list goes on. 
But have any of them really offered 
anything new? While their graphics are 
getting more and more realistic, it’s hard 
to tell if anything else is being improved 
upon in terms of overall quality. 

French-based development team 
Cryo seems to be at the forefront of 3D 
graphics modelling in games at the 
moment. Last month we took a look at 
the exquisite-looking adventure game 
Saurus (which should be available in the 
spring through Virgin) and now this 
month we’ve had the pleasure of taking 
a sneak peek at its new project, Dragon 
Tales. 

As with the team’s last few projects, 
the most notable feature of this new 
game is the quality of its graphics. 
Constructed using Autodesk’s amazing 
3D Studio system, the game is one of 


. eed 


the first RPGs to offer truly realistic- 
looking environments through fully 
animated 256 colour SVGA images. 
Just take a look at the screen shots we 
have here and I’m sure you'll agree that 


they all look decidedly impressive. 
Unfortunately, the game doesn’t offer 
the freedom of movement which can be 
found in games like Ultima Underworld 
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The use of fancy rendered visuals 
seems to be pretty standard fare for the 
games of 1994. The use of systems 
such as Silicon Graphics or 3D Studio 
means that we are now beginning to 
see some superb SVGA_ images 
appearing in games. Unfortunately there 
is a downside from the average PC 
owners point of view. To get something 





“THE MOST NOTABLE FEATURE ABOUT THIS NEW GAME IS THE QUALITY OF ITS 
GRAPHICS. CONSTRUCTED USING AUTODESK’S AMAZING 3D STUDIO SYSTEM, 
THE GAME IS ONE OF THE FIRST RPGS TO OFFER TRULY REALISTIC-LOOKING 
ENVIRONMENTS THROUGH FULLY ANIMATED 256 COLOUR SVGA IMAGES” 


or Shadowcaster. Rather than offering a 
vast playing area which is generated 
‘on-the-fly’, the game keeps track of 
your movements and spools a relevant 
animation file off your hard drive or CD- 
ROM. This may not be anything like 
walking around a real room, but it does 
offer the same kind of environment as 
games such as Lands of Lore or 
Dungeon Master (you move in simple 
‘blocks’ which make up the overall map 
of the game when joined together) while 
providing vastly improved visuals. 


ae 





As with any RPG, there is a host of NPCs (non-player 
characters) with which to interact and each has its 
own habitat 


which actually runs smoothly and 
without glitching you need a nippy 486 
with a reasonably decent graphics card 
— at least 512k, but preferably a meg. 
On top of this you’re either going to 
need a CD-ROM drive or a decidedly 
cavernous hard drive to accommodate 
the enormous amount of data required 
to store all of these hi-res images. Put it 
this way — a system that can run The 
7th Guest without screen glitching will 
run Dragon Tales fine, but on anything 
less it’s going to look quite poor. 





All of the creatures found in the game will apparently 
be rendered with the same level of detail as found in 
this skeleton warrior 


DRAGON TALES 


The level of detail in all of the 
images is simply stunning. 
Unfortunately, you need some 
pretty hefty processing power on 
your side to be able to see them 
moving 





The quality of the 3D Studio generated images is 
simply stunning throughout the game. Each of these 
sequences is animated as well 





Fancy presentation is all well and 
good, but without decent gameplay and 
a bit of depth to the story-line, a game 
doesn’t stand a chance. With lots of 
high-calibre role-playing adventures 
around, each new game needs to be 
something really special. Dragon Tales 
offers the olde faithful ‘dungeon, 
dragons and wizards all having a 
massive punch-up’ story-line, all topped 
off with some _ distinctly Michael 
Moorcock-esque situations and 
characters. 

Playing the part of Werner Von 
Wallenrod, your goal throughout the 
game is to avenge the death of your 
father who was brutally murdered by 
the evil Diakonov (these names just get 
weirder, don’t they?). To succeed in 
this mission, your first task must be to 
travel to your castle basement and 
attempt to tame the family dragon. Yes, 


Many of the creatures found in the game are a darned 
sight more impressive than those you may have come 
across before 


Although this creature looks fairly docile when 
resting {almost whale-like, don’t you think?), it’s. 
actually just a huge mouth waiting to get you — 

























ae This is the only fully 
fledged creature’ 
we've Seen in the 
preview version of the 
game (apart from 
some of the smaller 
stuff like skeleton 
warriors etc), and if 
this is the shape of 
things to come it 
should be a very 
impressive game 





and malevolent monsters. Added to all 
this excitement is a bit of love interest 
in the shape of an apparently beautiful 
princess (we’ve yet to see what she 
looks like, so our point of view will be 


“DRAGON TALES OFFERS THE OLDE FAITHFUL ‘DUNGEON, DRAGONS AND 
WIZARDS ALL HAVING A MASSIVE PUNCH-UP’ STORY-LINE, ALL TOPPED OFF 
WITH SOME DISTINCTLY MICHAEL MOORCOCK-ESQUE SITUATIONS AND 
CHARACTERS” 


yes, of course — every family should 
have one, they’re excellent for home 
security don’t you know? Once this is 
completed, you then have to toddle off 
together and do battle against evil 
knights, undead creatures, rival families 





graphics for the game 


The texture mapping on the walls is extremely realistic — it’s this sort of attention 
to detail which necessitates the hours of rendering time involved in creating the 


withheld until we review the game later 
in the year), who has pledged her 
undying love for our hero. Beating up 
monsters and doing rude things with 
gorgeous girlies...all true fighting 
fantasy fare really, isn’t it? 


glorified 


Movement throughout the game is all pre-rendered and plays back in much the 
same way as older 3D RPGs such as Dungeon Master, only now it’s a little more 


At the moment the game is still in 
the very early stages of development. 
Most of the 3D graphics models have 
been constructed and the whole game 
has been storyboarded. Between now 
and the summer, Cryo will be working 
on various gameplay’ elements 
including puzzle and combat sections, 
as well as piecing together some of the 
set piece animation which will run as 
both cut scenes and the intro. 

When asked about a_ specific 
launch date, publisher Mindscape could 
only really say that it would be finished 
by the summer. Expect Dragon Tales 
in the shops around July or August...or 
maybe later! & 
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PC PLAYER ISSUE FOUR 


ACTION REPLAY HAS PROVED AN INVALUABLE TOOL 


FOR BOTH THE AMIGA AND CONSOLE SYSTEMS, 


SO HOW WILL 


IT AFFECT 


THE PC? 























Datel informs 
us that there 
will be 
updates of 
both'the: 
software-and 
hardware (by 
means ofa 
plug-insROM 
forthe board), 
which-will 
overcome-any 
problems 
such as 
grabbing 
unusual 
graphics 
=modes or 
attacking 
particularly: 
‘toughigames. 





the PC makes more and 
more of an impact on the 
games system market, it’s 


inevitable that we’ll experience all kinds 
of fancy little devices and gadgets. Datel 
is hoping to not only provide the first of 
these devices, but also the most useful. 
PC Action Replay is so much more 
than a simple cheating device — it 


incorporates a memory” monitor, 
cheating device, slow-motion feature, 
virus checker and screen grabber all into 
one package that retails for a penny 
under seventy quid. 


INSTALLATION 

Slipping the board into your machine is 
an absolute doddle and even the most 
intense technophobes among you 
should have no trouble with this. Once 
it’s all slotted in and you’ve plugged the 
handset in, it’s simply a matter of 
installing the software. By sifting through 
the simple options on the Install 
program, you'll have the whole system 
up and running in no time. The end 
result of all this is simply a single call in 
your Autoexec.bat file which is easily 
spotted should you get in a panic and 
feel the need to deactivate the thing. 


VIRUS CHECKER 

One of the more mainstream features on 
offer, the virus checker command will 
scan your system’s memory and report 












to install and comes camplete with a 
compact little handset which is used 
for freezing your games 





The package comes with a simple 
Pac-Man game which is ideal for 
experimenting with. It’s best to have 
a go at freezing lives and mucking 
about with this game before moving 
onto the more advanced stuff 


on anything unusual. We’re informed by 
Datel that the system has a library of 
100 viruses, and this library will be 
added to in future revisions of the 
product (available as either disks or 
ROMs for the board). The only quirk we 
found with this was that it occasionally 
thought certain TSRs (notably the 
shareware product Screen Thief) were 
a strain of the Phoenix virus. A 
coincidence? 

Although the system will check for 
viruses, it won’t actually kill them. This is 
because it only scans memory as 
opposed to your disk. While this is 
useful to make sure you don’t have 
anything resident, it’s nowhere near as 
useful as a fully blown checker. This is 
probably most useful as a basic warning 
device. 


SLOW MOTION 

Probably more useful in arcade games — 
what this basically does is stop and start 
the game very quickly to slow things 
down for you. If you have a speed- 
switchable PC, it produces pretty much 
the same effect. 


MEMORY MONITOR 

One of the most useful features on offer, 
this program allows you to: scan blocks 
of memory (an area of up to 256 bytes) 
and watch for switches within the code. 
By monitoring sections of memory as 


fhe Action Replay hoard is very easy 


you collect items within'a.game; you'can 
locate-where-something suchas a key 
appears: and-then: alter things so you 
always have-it-in-your-possession. This 


“is especially useful for RPGs et al, but it 


doeés-require-a fair amount of diligent 


~S@arching to achieve success. 


_ COUNTABLE VALUE 


Effectively the cheat processing part of 
the package — you tell the program to 
scan for a particular value (such as six 
guided missiles) and the system will 
scan for that number in the memory. 
Following through the procedure in the 
(admittedly quite muddy) manual, you 
can then freeze this value so you never 
run out of a certain item, be it lives, 
missiles, magic potions or hit points. 
Once you’ve frozen a value, the system 
generates a parameter that can be 
entered to achieve the effect each time 
you play the game. 

The software comes complete with 
some pre-saved parameters for a few 
games including Frontier, Gods and 
Pinball Dreams, as well as some 
examples based on a simple Pac-Man 
(PC-Man) game which is included as 
part of the package. 


SCREEN SAVER 

Once you’ve frozen a game you can 
then save out whatever is in the 
graphics memory as a PCX file to be 
read in Dpaint or some other such 
graphics package. The screen saver will 
only work with industry standard 
graphics modes, so anything with a 
custom mode such as Aces over 
Europe won’t save out properly. 
Everything we tried the game on 
seemed to work fine, although 
unfortunately it did seem to corrupt part 
of the image every now and then for 
some reason. 


MEMORY DUMP 

Exactly what its name suggests — the 
system will save out whatever is frozen 
in memory to disk (either hard or floppy). 
This feature is good for saving out a 
game which doesn’t offer a save game 
facility. The frozen game can be 
reloaded at a later date and picked up 
from the exact point you froze it. 


On the whole, this is a very impressive 
product. It manages to pack a lot of 
features in and while it may not be the 
easiest thing to get into, once you’ve 
mastered the commands (it has menus 
and command screens that appear on 
request), it’s fine. Let’s put it this way — if 
you don’t have any problems using 
some of the more advanced parts of 
DOS, you'll get into this with no 


problems. SCORE K kK 


RET 


ZORK 


FOLLOWING ON FROM LAST MONTH 


IS THE CONCLUDING PART OF PC 


PLAYER’S GUIDE TO THE SUPERB 


RETURN TO ZORK. 


now you should have all six 

pieces of the disc of 

Frobozz. No? Well, once 
again here are the places you'll find 
them. The first is obtained by solving the 
sliding block puzzle by the ruins. Slot all 
the bits together and a piece of the disc 
will appear. 

Remember the present the waif 
gave to you? Take it to Snoot’s farm 
and into the kitchen. Turn on the tap 
and put the soap in the water before 
scrubbing the present clean. You'll be 
rewarded with the second piece of disc. 

The Boar Memorial in the Forest of 
Spirits can be cracked open with the 
true dwarven sword to reveal the third 
piece, while the fourth is hidden inside 
the ship-in-a-bottle in Canuk’s shack. 
Once you’ve got some Illumynite, return 
to the lighthouse keeper, give him the 
glowing rock and then show him the 
disc pieces you’ve already collected. 
He’ll give you another. 

The final piece is given to you by 
Cliff, the owner of the Comedy Club 
below the Cliffs of Depression. Tell four 
jokes and the disc is yours. With all six 
pieces intact, trudge off to the ancient 
temple (or fly there using the vulture). 


ANCIENT RUINS 
To forge the disc together, you need to 
place the following items on the 








statues. Starting from the left, they 
are as follows: witch Itah’s stick, 
vulture’s talon, Thermos, nothing 


(yep, leave his hands_ empty), 
dwarven helmet and box (place the 
box at the statue’s feet), shield and 
finally the tele-orb on the statue on 
the right. Place the disc pieces on the 
altar at the bottom and press the red 
button. Lightning will strike, the statues 
will dance (!?!) and the disc will be 
forged to form the all-powerful flying 
disc of Frobozz. 

Grab all the items from the statues 
and head for the path blocked by an 
invisible wall. If you haven’t seen it yet, 
walk to the Cliffs of Depression, turn 
around and then walk left. 


CITADEL OF ZORK 

The citadel is disguised by a powerful 
illusion wall which won’t let you past. 
Grab the flying disc and throw it at 
the wall. If the disc has been forged 
correctly, the wall will shatter and the 
castle will appear beyond. 

Approach the castle wall. Before 
you enter the castle, make sure you’ve 
got the Illumynade potion in the silver 
flask, mixed from bat guano and the 
water from the hidden waterfall. If you 
haven’t got it yet, nip back and get the 
ingredients but don’t drink it just yet. 








Back at the citadel, take out the 
bow and arrow and fire it at the stone 
hand to lower the gate. Walk inside 
and quickly drink the IIlumynade in front 
of the Orc. After you’ve disappeared, 
pull out your tape recorder and play 
back the sample of Alexis the dog 
barking. If all goes well, the guard will 
scratch his head and wander off, 
leaving you to walk through to the 
citadel bridge. 

Now whatever you do, don’t cross 
the citadel bridge yet. Instead, throw all 
of your possessions at the bridge. 
Go on, throw them away! This takes 
ages, but as you do so you’ll notice 
the bridge collapsing on the left and 
then eventually rising on the right. It 
does take a while but there are only a 
few more things left to do in the game, 
so hurry! 

When the bridge is fully raised on 
the right, cross over and prepare to face 
Morpheus in a game of Survivor. This 
time Morpheus is playing Canuk while 
you handle Trembyle. This isn’t really 
hard, because you can_ cheat. 
Whenever Morpheus corners you 
with Canuk, move the cursor down to - 
the bottom of the screen and pass. 
This forces him to move again and 
this way you can’t fail to win. 

Good Luck! 





LARRY’S 


STUCK IN A 


HOTEL WITH 


JUST HIS 


CORNY CHAT 


STAINED 


SUIT. 


INEVITABLY 


HE’S GOING 


TO RUN INTO 


A FEW 


PLAYER IS 


HERE TO 





pluded @ 
details of L 4 
what'and 
where to find THE MAID’S CART 


the objects When you first see the maid’s cart outside your room, you’ll be able to pick up a 
| 
| 





Larry needs to few things like the towel, wash cloth and whatever. Where do you get the other bits 








| Shape Up or though, like the hand cream and dental floss? Simple, just look at the other side of 
| the cart and you'll be treated to a different view of the trolley, allowing you to pick 
"——_———7——= up the items you need. 
wr’ DARYL THE GUARD 
\ ee 


Larry needs the handcuffs off Daryl’s belt, but without a distraction of 
some sort Larry is dead meat. Use the wrench to turn the camera in the 
mud-bath so it faces into the women’s showers. When Daryl’s staring at 
the naked bodies dripping with water, nab the cuffs. Don’t try and take 
anything else though! 








GIRLS, GIRLS, GIRLS 
- CAVARICCHI —,) 


You'll find Cav in the aerobics gym, working [ By Coe y 
out with a few other ladies. She doesn’t really : : 
want anything from Larry but will give him her 
ID providing he takes a friend and meets her 

later in the sauna. A threesome perhaps? 


| 









Ermer, Ale 

CHAR 

Char is chilling out in the mud-bath and will 
show Larry a ‘shocking’ time if he gets the 
batteries she needs for her little toy. Oh, Larry 
will also have to find a way of getting past the 
electric lock that blocks the way to paradise. 


ROSE 

Rose is the girl who surrounds herself with 
sweet-smelling blooms, so there’s nothing 
she’d like better than an arrangement of 
flowers. Try looking in your room for the 
answer. 





THUNDERBIRD 

Thunderbird’s inner thigh muscles certainly 

are impressive, maybe she’ll use them on 

Larry after he’s got the handcuffs off Daryl. 

Thunderbird is into S&M, so make sure you’ve 

got some soothing hand cream for afterwards. 
© i 


GAMMIE 
This girl is desperate to lose weight on the 
cellulite drainage machine, but first it must be 
repaired. Mind you, fixing the machine is only 
half of Gammie’s requests, she wants oranges, 
a cool flannel...the list goes on! 













BURGUNDY 

The little country-and-western singer from the 
far south is drying up under the heat of the 
bright spotlights. Grab a cold beer or 12 and 
she might sing sweet love songs to Larry. 
Then again, she might not... 


MERRILY 

Row, row, row your inflatable beaver, merrily across 
the pool to where the curvaceous bikini-clad blonde 
is sitting. She’s mad about Bungee jumping but can’t 
get up the tower. Maybe if you could get her to the 
top you could have a jump yourself? 






aight 


~ 





oe oe 
SHAMARA 
Shamara is the girl of Larry’s dreams, but she isn’t 
easily won. A list of goodies as long as your arm is 
needed before she'll fall into your arms, including 
huge diamonds, silver bracelets, chilled champagne 
and sweet words of love. 


ae 
SHABLEE 
Shablee will only practice safe sex, so make sure 
you’ve got your complimentary condom from under 
your pillow. But before you get your wicked way, you 
must first find a beautiful evening dress for Shab to 
wear on the date. Try looking at Burgundy’s rejects. 


STICKY BITS 


THE CELLULITE DRAINAGE MACHINE 

The machine is busted and Larry needs to find a few things to 
repair it. The first is the tub of lard, which he must smear over 
the piston shaft for lubrication. Next he must clean the filter in 
the kitchen-sink, and finally the ruptured pipe must be repaired 
with the wiggle belt. Now you can suck out Gammie’s cellulite! 














THE DUMB WAITER . 
The dumb waiter is the lift shaft that runs from the kitchen to the penthouse, where 
Larry will find Shamara meditating in the cool breeze. To get inside just click the 
hand icon on the control panel on the left, and once Larry has scrambled inside, 
press the bottom red button. 
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down the pan and 
then flush. Dial 76 
on the ’phone to 
Call out the 
maintenance guy 
and while he’s 
bending over to fix 
the blockage, nick 
his file. This can 
he used to file 
down the random 
key so it fits the 
Bungee tower door 





PC PLAYER ISSUE FOUR 





LARRY’S ROOM KEY 
You'll be given your room 
key when you speak to 
Gammie at the reception 
desk. The key opens the 
door to your room, stupid! 


TOILET SEAT COVERS 

The covers are found on 

the maid’s cart which is left 

outside Larry’s room. Larry 

must place the cover on 
the toilet before he sits down. 


TOILET ROLL 

. The toilet rolls are also 
* found on the maid’s cart: 
Stuff the whole roll down 
the toilet and then flush. 
This will flood the bowl, causing water to 
gush all over the floor. Call the 
maintenance man and while he’s 

clearing up the mess, nick his file. 


COMPLIMENTARY TOWEL 
The complimentary towel is 
found by signing on with 
Gary, the  over-friendly 
towel attendant by the 
locker room. Larry must take a mud- 
bath and this is impossible without a 
towel. Walk into the locker room, open 
the furthest bottom locker and change 
into the towel before walking into the 
mud-bath room. Don’t forget to take a 
shower afterwards though. 


WASH CLOTH 

Pick up the wash cloth 
from...yep, you’ve guessed 
it — the maid’s cart. First of 
all, dampen the wash cloth 
under the tap in your bathroom, then 
take it down to the cafeteria and cool it 
down in the ice. Finally give the cool wet 
flannel to Gammie when she’s lying on 
the cellulite drainage machine. 


DENTAL FLOSS 

Yawn! Is Larry’s entire 
inventory list grabbed from 
the maid’s cart?! Before 
you can use the floss you 
need the spectacle cleaning tissue (see 
opposite page). When you have both, 
use them together to make a nifty (if 
skimpy) pair of swimming-trunks. 


RANDOM ROOM KEY 

The random room key is 
found inside the key box in 
the lobby. Get Larry to stick 
his hand in and pull it out. 
The random key has two uses. The first 




















is at the pool bar where Larry must 
show the barmaid the key when she 
asks for ID. Larry will also have to file 
down the random room key when he 
makes the replica Bungee tower key. 


HAND CREAM 

Hooray, the hand cream is 
the last object Larry can 
get from the maid’s trolley. 
After taking a beating in 
Thunderbird’s kinky sex acts, soothe 
your wounds with this cool hand cream 
by rubbing it all over your body. 


f=gy) FLOWER ARRANGEMENT 
jal The flowers you need are 
in the vase found in your 
room. Take the flowers and 
give them to Rose. She 
flowers and will give you 





loves 
something to remember in return. 


IMPRESSIVE SOAP 

ea The impressive soap is 
found lying at the bottom of 
the maid’s packed trolley. 
The soap is used at the top 
of the Bungee tower to make a mould of 
the Bungee key. 


EMPLOYEE ID BADGE 
Cavaricchi the aerobics 
instructor will give Larry the 
ID badge, providing he 
keeps pestering her and 
asking about it. Swipe the ID badge 
through the magnetic reader to get past 
the electric fence in the far-right of the 
resort. This will let you into the staff 
recreation area. 


COMPLIMENTARY 
CONDOM 

Pick up the ’phone and call 
the maid who will ‘un-make* 
your bed as soon as you 
leave your room. Look underneath your 
pillow, where she’s left a complimentary 
extra-small condom. How did they know 
your size, Larry? Wait until you’re alone 
with Shablee on the beach and after a 
little foreplay, whip out the little rubber. 
Don’t be surprised if Larry gets a little 
more than he expected though! 


FLOSS SWIMSUIT 

You don’t find the swimsuit, 
you have to make it out 
of the dental floss and 
cleaning tissue. Larry must 
wear the swimsuit before diving into the 
pool. 





ae 











BUNGEE TOWER KEY 

my Wearing your swimsuit, go 
up and ask the lifeguard for 
the key. He will give it to 
you eventually. Unlock the 
tower with the key and climb to the top. 
Now push the key in the impressive 
soap, leaving you with a_ perfect 
moulding of the key. 


ORCHID 

Rose will give Larry the 
orchid after flushing him 
out with her special 
machine. The orchid is just 











one of the objects that you must give to 
the delightful Shamara. 


TUB OF LARD 

Go into the kitchen and 
@ rake through the dustbins 
to find the huge five-litre 
tub of lard. Take the tub 
into the cellulite drainage machine room 
and smear it on the piston for 





lubrication. 


SIX COLD ONES 
Six cold ones are in fact a 
‘h S==| Six-pack of ice-cold beer, 
a Tees which you can find inside 
the tent in the staff 
recreation area. Make sure you have 
the ID card to get inside though. Give 
six beers to Burgundy, then go back to 
the tent, grab another six and give them 
to her as well. By this time Burgundy’s 
feeling randy so follow her to the sauna. 


ADJUSTABLE WRENCH 

If you’ve turned on the taps 
in your bathroom, you will 
have noticed that the water 
is brown. Call up the 
maintenance man then leave the room. 
Return a few seconds later and the 
bloke will be there, repairing the fault. 
While he’s busy working, lean over and 
pick up his adjustable wrench. 

The wrench has a number of uses, 
the first of which is to distract Daryl, the 
hotel security guard. In the mud-bath 
room, move the three plants on the left 
out of the way then use the wrench on 
the camera, pointing it into the women’s 
showers. 

The next use is on the cellulite 
drainage machine. Use the wrench on 
the dome filter in the middle, using it to 
loosen the nuts and get the filter from 
inside. Don’t forget to tighten the bolt 
later on. The final use is on Art’s tram 
car. Once you’ve got him away from the 
car (see matches), open up the back of 
the truck and use the wrench on the 
nuts at the bottom. This will disable the 
engine. 













Oe Rey Pr > 7S i 
When the pool barmaid asks for ID, show her the 
random room key. This allows you to buy Merrily a 
drink which will lead on to more exciting things when 
the sun sets over the horizon 


This is the staff recreation area 
where all the employees of the 
Costa Lotta resort can relax and 
down a few beers. Beers? Hey, 
that’s what Burgundy needs. 
First Larry must get Cavaricchi’s 
ID card to unlock the electrified 
gate then he can walk safely 
inside and grab a bottle or two 


MATCH 

You can find all the 

matches you need in the 

bar, in the little pot on the 

right of the bar. You’ll need 
at least two, but you can only take one 
at a time. Give the first match to Art 
when he stops his car outside by the 
electric fence off to the far-right of the 
camp. He’ll walk off, allowing you to 
fiddle with his car (see wrench). The 
next match isn’t needed until later when 
you have the whale oil lamp filled with 
cellulite. Strike the match on your zipper 
and then use it to light the lamp. 


BATTERIES 

# When Art is bending down 
to repair his car, offer to 
hold his torch for him. 
While he’s not looking, nick 
the batteries from inside. Give the 
batteries to Char, who will use them for 
her best friend... 


HANDCUFFS 

Daryl’s got the handcuffs 
strapped to his belt, but 
first you must distract him 
all before you can grab them 
(see wrench). Daryl is found out in the 
guard’s hut, to the front of the hotel. 
Thunderbird wants the handcuffs so 
give them to her. She then disappears 
off to her room but can be found by 
knocking on all the guest room doors 
lining each corridor. 


DOG-COLLAR 

Thunderbird will leave you 
# this dog-collar after you 
visit her bedroom. If you 
click the hand icon on the 
collar, Larry will prise away the 
diamond. 











CELLULITE FILTER 

The filter is found inside 
the machine and can be 
picked up by unscrewing 
the bolts on the dome with 





the wrench. Larry must clean away the 





isn't digging for gold but is instead looking 
for the whale oil lamp. The lamp must be filled with 
Gammie’s cellulite which can be burned to provide a 
flame of inspiration for Shamara 


















gunk by washing it under the tap in the 
kitchen. Replace the filter when you’ve 
finished, remembering to tighten the 
bolts back up. 


LARGE DIAMOND 

Larry can get the large 
diamond by prising it out 
of the dog-collar that 
Thunderbird gives him. 
The large diamond would make a 
superb present for Shamara. 


SILVER BRACELET 

: Burgundy leaves’ the 

gf “8 bracelet behind after your 
wee little threesome with 

Cavaricchi in the sauna. 

The bracelet is another object Larry 
must give to Shamara. 


WRIGGLE BELT 

The rubber wriggle belt is 
found in the gym, on the 
exercise machine on the 
far-right of the screen. The 
wiggle belt is used to repair the ruptured 
pipe on the cellulite drainage machine. 


WHALE OIL LAMP 

The whale oil lamp is 
buried in the sand on the 
beach. See the slightly 
darker patch of sand? No, 
it's not where Larry relieved himself, it’s 
where the lamp is hidden. Before the 
lamp can be lit it must be filled with 
Gammie’s cellulite (Hmm, sounds 















lovely!) from the drainage machine. 
Once full, light the lamp and give it to 
Shamara. 


ORANGE 

The orange is found inside 
the cafeteria, buried deep 
within the icebox in the 
middle. You’ll have to dig 
deep to find it. Give the orange to 
Gammie when she’s having her cellulite 
sucked out. 





MINERAL WATER 

The mineral water is found 
on a tray left outside a 
guest’s room, but it will 
only appear after Gammie 
has asked for a drink. Give the second- 
hand mineral water to Gammie while 
she’s relaxing on the cellulite drainage 
machine. 





SUNGLASSES CASE 

The sunglasses case has 
been left on the side of the 
pool bar. Click the hand 
icon on the bar to get a 
closer look, then nab the item when no 
one is looking. The case itself is no use, 
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but use the hand icon to open the case 
and get a pair of cheap sunglasses and 
the all-important cleaning tissue. 


CLEANING TISSUE 

The cleaning tissue can 
be found inside the 
sunglasses case. The 





cleaning tissue, when used 
with the dental floss, makes a skimpy 
pair of trunks for Larry to wear. 


INFLATABLE BEAVER 

The inflatable beaver is 
found at the side of the 
pool. Before the beaver is 
of any use, it must be 
inflated. Stick it on the tyre of the Taco 
van in the kitchen, then use it to swim 
up to the pool bar. 


BURGUNDY’S GOWN 
After you’ve performed 
with Burgundy and 
Cavaricchi in the sauna, 
return to the bar and walk 
up onto the stage. Look behind the 
curtains and you'll find a_ glittery 
sequinned dress. Shablee is desperate 
for a sparkling evening gown so give 
her Burgundy’s dress and sit back and 
enjoy your reward. 


ELECTRICAL CORD 

The electric cable can be 
| grabbed from the make-up 
_ room after the class has 
MM finished. Strip some of the 
insulation off by clicking the hand icon 
on the cord, then plug it into the socket 
by the mud-bath. Touch the electric lock 
with the live wire to short-circuit it. 


WARM CHAMPAGNE 
The champagne is left on 
the beach after Larry’s 
rather disturbing encounter 
: with Shablee. However the 
andapes is no good warm, so fill the 
bucket with ice from the machine 
outside Larry’s room and then share it 
with Shamara. 


WORDS OF WISDOM 

These great words of 
wisdom are whispered into 
Larry’s ear as he takes the 
plunge with Merrily. Sweet 
nothings will get Shamara in the 
mood...but in the mood for what?! | 




















The camera in the 
mud-baths can 
only be redirected 
to face into the 
women’s showers 
by using the 
wrench to loosen 
the bolt. Once the 
camera has been 
moved, you can 
take the handcuffs 
from Daryl’s belt 
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ARE YOU PLAYING LOST IN TIME? DID YOU MANAGE 






A TO FIGHT YOUR WAY THROUGH THE FIRST HALF OF 





= THIS GAME? IF YOU ANSWERED ‘NO’ TO ANY OF THE 
ABOVE, THEN THE NEXT THREE PAGES ARE GOING TO 


BE A BUNDLE OF LAUGHS FOR YOU AREN'T THEY? 











fm for your Anglo-French pleasure, is 
| the second part of our Lost In Time 
| players’ guide — merde la lit! 
Following on from last month, you 
should now have the swordfish beak 
taken from the bucket. After a brief 
animated sequence you will find 
yourself locked inside the captain’s 
cabin (he caught you roaming around 
his ship and he doesn’t like it). Explore 
the cabin and you should find a flag 
hanging from a pole. Don’t forget the 
key underneath the chair, you will need 
it in a while. 






Flag oF Convenience. . 


MAGIC CARPET 
Find the brass’ key’ hidden 
underneath the rug. With this you 
should be able to unlock the desk 
and grab the goodies found within 
(look twice). If you’ve already found the 
trapdoor covered by the carpet, you 
should be able to remedy the problem 
with the newly & } 
acquired dagger. Don’t § 

go down the trapdoor 

yet — pick up the 
bananas on the table 
to your right first. 


ea es 





There are Lef 





LARGE CHEST 

Go all the way down to the hold at the 
bottom of the ship and relocate the 
chest where you found your clothes 
earlier. Now that you’ve got a sharp 
tool on your person (no laughing at 
the back) you can now activate the 
hidden spring at the bottom of the 
chest. Collect the first item, then 
activate the spring again to find the 
scented handkerchief. Now head back 
to the corkscrew holding the rope to the 
wall — take the corkscrew. 





CORKSCREW CALAMITY 

Once you’ve got the corkscrew, make 
your way to the cellar found underneath 
the captain’s cabin. Using the beauty 
powder on the black post will allow 
Doralice to climb back into the cabin 
without a problem. A small hole is also 
visible on the surface of the post — this 
next bit had me stumped for ages; the 
solution is simple in execution, but 
rather vague. All you have to do is use 


the corkscrew on the hole to open a 
secret compartment, and inside is 
the master key. Logical? No. Helpful? 
Definitely. Now that you’ve got the 
master key, you can search through the 
remaining rooms collecting the golden 
cage, the seal ring and the flask as you 


go. 





SEALED BY THE RING 

Hoof up the mast and back into the 
captain’s cabin. Use the seal ring on 
the dresser in the room on the left. 
You go down... 





MUSIC TO MY EARS 

You’re in the music room now. Look 
around for the phonogram and the 
record then head back into the captain’s 
cabin. First, place the phonogram 
onto the round table near the tall 
dresser. Next, put the golden cage onto 
the table below the picture at the other 
side of the room and drop the banana 
pieces into the cage. 

Go back to the phonogram and 
place the record onto the turntable. 
Wind the handle on the phonogram 
and flick the yellow switch on the 
right-hand side of the casing (this is 
important and can easily’ be 
overlooked). Now put the bowl that you 
found earlier underneath Galipo the 
parrot (he’s out of view, perched on the 
beam to the right of the tall dresser) and 
pour the paint remover and the contents 
of the salts flask into it. The parrot 
should now feel sick and return to his 
cage — to trap him, drape the flag over 
the cage and you should now be able to 
access the areas previously guarded by 
the talkative bird. 





Since the fumes made him 


BL 
sich, he’LL come here to feel hetter 





SECRET BOX 

Find the grimy sink in the left-hand 
room and clean it with the 
handkerchief. Use the ink blotter on 
the clean bit that you’ve just made 
and write down the code that is then 
revealed. Return to the cabin and 


remove the painting from the wall. Input 
the code, open the safe and take the 
box. Now this is no ordinary box — it’s a 
secret box with a hidden locking 
mechanism. No clues here — just keep 
prodding the box and eventually you 
should be able to open it. Take the 
revolver from inside and put it in your 
pocket for later. Open the tall dresser 
with the silver key, grab the iron key 
from inside and take the cage with the 
bird inside. (My, what big pockets 
you’ve got!) 











EE = 


bale will break its fall. Now that you’ve 
got the rum, you will need to locate 
the magnetic necklace used to 
activate the revolver’s firing 
mechanism. It can be found wedged 
between the floorboards below, and, 
because it is magnetic, you should be 
able to retrieve it using any metal object 
you are currently carrying. Now that you 
have got the necklace you can then use 
it on the revolver in order to shoot the 
shackles from Yoruba’s feet. 





behind it! 








LOCKED TRAPDOOR 

Head for the mid decks (use the map 
to move around quickly) to that 
locked trapdoor. Pull the rings with the 
towel again to open the cubby-hole on 
the right. Put the cage on the pressure 
pad inside the hiding place and remove 
it immediately — to activate some switch 
or other. Turn around and you should 
now be able to unlock the trapdoor with 
one of the keys that you are carrying. 


ELECTROCUTION 

Wow, a new place to explore. To start 
with, find the hidden door in the 
mast. If you’re having problems 
keeping the door open, try wedging the 
pliers into the gap. You will notice a 
bottle of rum perched on the top 
shelf inside the mast — you will need 
to get this somehow. 

There is a bale of cotton hidden 
somewhere in the room; find it and 
place it on the floor underneath the 
bottle. Now, with your amazing home- 
made boathook (see last issue), pull the 
bottle down from its shelf and the cotton 





IMPROBABILITY DRIVE 

| enjoyed playing Lost In Time, but the 
next puzzle | found to be very much 
lacking in the logic department. In fact, 
the solution is downright stupid. The 
problem is that Melkior has lost his time 
co-ordinates book and therefore can’t 
‘warp’ the party out of the hold. Melkior 
then turns and asks YOU to find a 


solution! If you use the wet sponge on JX 
the rum bottle you can peel the label \ » 


off. Give the label to Melkior and he 
can now warp the party to another 
place in time! Excuse me?! > 
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AGE 








- BEACH BUM 

From the beach go to the waterfall. Use 
the corkscrew on the coconut and fill 
the pipette with milk from inside. 
Once you’ve spoken to the kid and 
given the milk to the manicou, use the 
parrot on the passage because it knows 
the secret word to open the door. 





VILLAGE PEOPLE 

Outside Makandal’s house, use the 
small key on the cage and take the 
coins from the false bottom. There’s a 
slot on Makandal’s door — insert coins 
for a reaction. 

Makandal will tell you about Delia 
and before you know it you will be 
standing outside her house. Enter the 
house and, take the old book before 
she puts on her glasses. Keep hold 
of the book when she asks if you’ve 
seen it, then when she leaves the 
room QUICKLY grab the mirror and 
use it on the spider. When the spider 
moves, take the silk shirt from the table. 


ae 


HOLOCOM MAGIC 


Return to Makandal’s hut and he will 


\, take the silk shirt from you (and he 
" sniffs it!). Put the holocom disc onto 


the table and let some light into the 


room by opening the curtains. Use 
the hologram and when Makandal 
leaves the room, pour the potion into his 
glass. Take both the holocom and 
Makandal’s glass and give the latter 
object to Delia. 


There 
the holocommun 


DO YOU WANT SOME SALT? 

After meeting with Velvet and 
Celeucie return to Delia to get the 
‘inverter’ potion. Pester Makandal for 
the ‘be quiet’ potion, then mix both 
potions together. Now go to Serapion 
(the guy who can’t talk) and give him 
the resulting ‘speakable’ potion — who 
writes these plotlines? Overwhelmed by 
the fact that he can now talk again, 
Serapion will give you the salt in return 
for your kindness. What do you want 
with salt you may ask? Well, if you pour 
the inverter potion onto the salt it will 


turn into sugar (gleurk!), and, if you give 
it to the dog it will let you pass. 



























SNAKE! 
Take the bag in the kitchen, remove the 
flower from it and hang onto it. If you 
use the bag on the embers and put it 
on the stool the poisonous snake will 
move away from the baby and into 
the bag. The only way of getting rid of 
the snake is by throwing it onto the fire. 
Velvet and Celeucie are very grateful 
for your help, and just as they are about 
to thank you Jarlath appears to push 
you over the edge of the ravine. To turn 
the tables on Jarlath, well, you’re just 
going to have to work that one out for 
yourself! 
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Top 10 Games 


ee 
SPECIALS 
Soundblaster v 2.0, 


speakers, Joystick, 
King's Quest V £75 


reo races 


386 SX 40 £58.00 
386 DX 40 128K Cache £88.00 
486 SX 25 128k Cache LB £135.00 
486 DX 33 256k Cache LB £269.00 
486 DX2 50 256k Cache LB £310.00 
486 DX2 66 256k Cache LB £379.00 


MONITORS 


14" SVGA NI MPRII £172.00 
15" SVGA NI MPRII £300.00 


HARD DRIVES 


125 MB £120.00 
250 MB £155.00 
356 MB £215.00 


PRINTERS 


HP Deskjet 510 
HP Deskjet 5500 
Epson Stylus 800 


£220.00 
£398.00 
£225.00 


CD-ROM 
SPECIALISTS 


Top 10 oa 


. Microsoft - Art 
London Multime 


tug $30 





UTTIMEDTA 


Soundblaster Ver 2.0 £58,00 
Soundblaster Pro Deluxe Inc software 
& Encyclopedia on CD £85.00 
Soundblaster Pro 16 Basic £110.00 
Soundblasker Pro 16ASP £160.00 
Sound Galaxy BX II £50.00 
Sound Galaxy 16 Basic £93.00 
Large Selection of CD Rom 
Titles IE. 

Return to Zork 

7th Guest 


£Call 
£28.00 
£29.00 


PANASONIC 562 CD-ROM 


Double speed, kodak multi-session 
complete with Date cable. Audio 


cable and drivers. UK verion 
Connects to most stereo Sound cards 
ie SB PRO 

£145.00 


Interface Card £18 





Top 10 — 


1. Softwrae Vaults - Game 
euivate Vaul Wind 


ae 10 OEM 


ee 70 when you buy a drive) 


wo nm 


oO ons 


1g ‘ommander & U 
Computer Tutor £18 
Dagger of Amon Ra § 
g neh/German) £18 . Kodak Photo CD access £18 
10. Erevclonedl of Sound £15 10. Ecco Quest - Cetus £21 
Gravis Ultra SoundBlaster 16 + 
Sound 3D + Panasonic 562 + Labtec 
Sony CDU33A 150 speakers, Return 
Double Speed to Zork, Kodak and 


Drive £335 King's Quest VI £350 


—~S 








tk CO CO 


oe he Gates of the Underworld 
Bulletin Board System 


Download area: 


0891 318 412 


View Area 
081 813 5003 


Take software directly down from the system, no waiting for the post, no stamps and 
envelopes needed, you get the software there and then, have a look at normal charge 
rate on 081 $13 500. Take down the file list a normal rates, Subscription Available. 
Gig upon Gig of Software, Message base, PC Shop, Swap Shop, On-line Help, Full 
Sysop Support & voice support available. 
We have areas from, DTP, giff, Hobby's, Spreadsheets, Windows, OS/2, Games, 
Games Help, Hints Tips & Cheats, Sega, Nintendo, Amiga, Comms, Accounts, 
Music, Golf, D/base and too much more to mention. 


Modem Speeds V22, V23, HST Etc., 


All calls on 0891 charged at 36p min cheap & 48p min all other times. 
Home Grown Productions Ltd, PO Box 193, Hayes, Middlessex 


R C SIMULATIONS 


BUROU ES SING MIN SEROUSTERIG HE SOSLWARE 









A HIGHLY RATED PROGRAM BY REAL AIRLINE PILOTS. 
THE ENVIRONMENT ON THIS C.D. WHICH INCLUDES OVER 4000 AIRPORTS, 
AIRTRAFFIC SPEECH AND STUNNING GRAPHIC IS NOT TOO DISIMILAR TO 
THE PROFESSIONAL TRAINING SIMULATOR. IF YOU LIKE AIRCRAFT AND 
FLYING YOU WILL LOVE A.T.P. - C.D. (FSS ADD-ON F.0.C.). AIR-TRAFFIC 
CONTROL FOR WINDOWS YOU ARE THE ATC OFFICER AND THIS IS THE 
Sey hey st aay P. Cc. PLAYER JAN 94 iets £39.99 LEARN 
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PC PLAYER ISSUE FOUR 


AANGRY 


EE: know that the PC games 

market is expanding at a 

EE enc": rate — how could we 
WE know when virtually every computer 
magazine in existence seems to be 
pressing this point so forcibly? If this is 
the case then, can someone explain to 
me why the games are still so 
unfriendly? 

The majority of new PC owners are 
Windows users. They are used to the 
simple iconic displays and user-friendly 


and insisting on an easy ride, but why 
the hell shouldn’t we? 

In an age where being user-friendly 
is of paramount importance, you’d have 
thought that the games developers 
would take note, wouldn’t you? An end- 
user shouldn’t have to think about 
memory configurations and set-ups if 
something has been thought about 
properly. The user should be gently 
guided through a series of simple 
options that will eventually configure the 


“| DEFY ANYONE TO SAY THAT THEY’VE NEVER HAD A PROBLEM GETTING A 

GAME TO LOAD. IT’S ALL WELL AND GOOD FEEDING THE DISKS INTO YOUR 

HUNGRY FLOPPY DRIVE AFTER TYPING INSTALL, BUT THAT’S THE EASY BIT, 
THE NASTY STUFF COMES LATER” 


options and features — everything laid 
out on a plate in a way that causes no 
hassle and no headaches. The thing is 
though, as soon as one of these people 
wants to try one of the latest and 
greatest pieces of games software, 
they’re dumped into an unfriendly and 
hostile user-environment that is backed 
up by a lousy manual and poor 
on-screen help. What am | talking 
about? The’ dreaded _ installation 
process. 

| defy anyone to say that they’ve 
never had a problem getting a game to 
load. It’s all well and good feeding the 
disks into your hungry floppy drive after 
typing INSTALL, but that’s the easy bit. 
The nasty stuff comes later when you 
try to load the thing from your hard 
drive. What should be a simple and 
painless procedure instantly mutates 
into a horror scenario. Instead of 
flashing up gorgeous graphics and 
playing layers of wondrous music, your 
PC refuses to load the game and makes 
some kind of complaint (usually memory 
related). What do you do now? 

Experienced PC-heads immediately 
root out their DOS editor and start 
pratting about with the mysterious 
CONFIG.SYS and AUTOEXEC.BAT 
files. But what about the rest of us? 
Why should we have to know about the 
intricacies of EMM386 and HIMEM.SYS 
and all of that rubbish? The game 
should sort that out for us, surely? Now 
all this may be just pleading ignorance 


game to the system on which it is being 
played. At the moment it just seems that 
a policy of “Well, it worked on our 
machine...” is firmly in place. Surely it 
isn’t too much bother for the software to 
detect what machine it’s being run on 
and then alter various parameters 
accordingly? 

Now | may not know much about 
programming or the technical side of 
things, but | can tell if a developer has 
put a bit of thought into this sort of thing. 
Just look at TFX — this is a perfect 
example of thought and consideration 
on the part of the developers. You stick 
your disks in and then the game works 
out how much memory you have, as 
well as what options regarding detail 
levels and graphics are suited to your 
processor. If one developer can do this, 
why can’t the others? It just smacks of 
laziness if you ask me. 

No other computer system is this 
inconsiderate. Just look at the Mac or 
even the Amiga — on those systems you 
just install your games and off you go. 
Now | can appreciate that the PC has all 
sorts of compatibility and system 
management considerations to make, 
but why can’t we be presented with 
games which we can play straight from 
the box with no hassles? Why should 
we have to mess around with memory 
managers and high and low memory? 
Why do | sometimes have to disable my 
mouse just to get something to load? 

With the advent of Windows 4 and 


SO WHY ARE GAMES SUCH A PAIN IN 


THE BACKSIDE TO LOAD? ISN’T IT ABOUT 


TIME SOMEONE THOUGHT ABOUT THE 


TECHNOPHOBE END-USER? 





various high-powered memory 
managers such as QEMM, it could be 
argued that there is no need for 
programmers to waste time on this sort 
of thing. Windows 4 promises to totally 
eradicate all this expanded and 
extended memory nonsense, but what 
in the meantime? Not all of us can 
afford to upgrade or to buy a memory 
manager, but why should we suffer? 

If we could get the message over to 
the software houses that all this 
mucking about is tedious and a waste 
of time, maybe we could start to see 
more thoughtful products emerging in 
the near future. Have any of you ever 
tried ringing a software house’s 
‘Technical Helpline’? An amusing little 
conversation usually, isn’t it? Here’s a 
transcript of a conversation | recently 
had with such a line...(| won’t be so 
cruel as to actually say who it was!) 
Customer: “Hello, I’ve got a bit of a 
problem with your game XXXxxx. 
Unfortunately, every time | try to load, it 
comes up with any one of a huge 
number of different errors. Can you help 
me? I’ve tried playing around with 
memory and I’ve tried to overcome 
everything it tells me, but it’s started 
saying some unusual things.” 
Technical Support: “Oh, | don’t know 
why, sir. This game has been designed 
to be usable by anyone with a PC. With 
this new generation of Windows users 
and things like that, we try and make all 
of our software really easy to load.” 
Customer: “Yes, I’m sure you do. But 
what the hell is a ‘divide overflow’? It 
keeps coming up with that and 
continues to say it whatever | do.” 
Technical Support: “Have you tried 
using a boot disk?” 

Customer: “Yes, but I’m still getting 
errors.” 

Technical Support: “Well, I’m afraid | 
don’t know what the problem is.” 

Helpful, huh?! Until software houses 
can make the games friendly, why 
don’t they provide some _ informed 
technical assistance? | can’t be the only 
person who’s experienced this kind of 
problem. If we all gang up, maybe we 
could get something done about this 
despicable state of affairs. B 
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As always we’ll be 
bringing you a huge 
review of one of the 

biggest games of 
the moment. Watch 
out for something 
truly stunning! 
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ANY COMMENTS, QUERIES OR 


CRITICISMS REGARDING PC PLAYER 


OR THE PC ENTERTAINMENT MARKET? 


WHY NOT DROP US A LINE? 


PC PLAYER ISSUE FOUR 





Ag only additional feature I'd like to 
see in your magazine would be a 
feature on accessories such as 


If you have any 
comments, 
queries or views 
on PC Player or 
the PC 
entertainment 
market in 
general, then 
we would like to 
hear from you. 


POST 

PC Player, 
Letters Page, 
Maverick 
Magazines, 
16-17 Hollybush 
Row, 

Oxford, 

OX1 1JH. 


FAX 
(0865) 202771 


E-MAIL 

We are 
arranging a 
CompuServe E- 
Mail number at 
the moment. 
Details will 
appear shortly. 








sound cards, CD-ROM drives, modems 
etc, written in a style that not just the 
computer literate will understand. 

As an example, the confusion over 
sound cards and compatibility — | am 
fairly new to PCs and have a 
Soundblaster Pro installed, yet last 
week when |! loaded Railroad Tycoon 
Deluxe and configured it with the 
Soundblaster Pro board, the program 
locked up. After many attempts, | finally 
got it to work by telling the game | was 


using an AdLib board. Why?” 
Steve Mayfield, Worthing, SUSSEX 


PC PLAYER: After being inundated with 
letters about PC hardware, you'll be 
pleased to know that there is in the 
pipeline a plan to include some sort of 
hardware feature in a future edition of 
PC Player. It can be very difficult even 
for those of us that have used PCs 
extensively to figure out all the jargon, 
so goodness knows how someone who 
has only owned a PC for a couple of 
weeks is going to manage. Look out for 
the feature in the next few months. 


“..1 bought Rally for my 386 and have 
been having a great time following the 
exact route of this year’s RAC rally that 
I'd watched on the TV. The graphics are 
incredibly realistic and flash past pretty 
quickly if you do as it says in the 
manual and adjust the graphics. 

I’ve been playing against six of my 
friends at once and it’s pretty exciting to 
see who’s leading and who you’ve 
beaten at the end of each section. 
There is loads of variety too — as you 
say, you come across rain, snow, night 
stages plus different locations. How 
much more variety do you need?! 

Anyway, that’s my point of view — | 
just felt that | had to write because | 
think your readers haven’t been given 
the full picture regarding this game.” 

Jim Bradley, Partington, MANCHESTER 


P¢ PLAYER: It must be remembered 
that comments written in the magazine 
are the reviewers’ personal views. By 
that, we mean that they are written by 
an individual who may have vastly 
different tastes in software than certain 
people who read the magazine. Just as 
not everyone likes strawberry jam or 
vanilla ice-cream, so not all of the PC 
Player staff like some of the games that 
arrive in the office. 


When the reviews are written they 
are done so with the purpose of giving a 
clear and informative picture of the 
game, its technical merits and so forth. 


“..1 have a 486 DX33 with DOS 6, 
SVGA, Soundblaster etc. | purchased a 
copy of Network Q Rally and after 
installation | found that | could not get 
my Gravis joystick to calibrate. 

After ringing the software house and 
speaking to what seemed to be a 15- 
year-old halfwit, | was advised that they 
were having problems with joysticks but 
the game works with the Logic Free 
Wheel, which | duly bought. Guess 
what? That didn’t work either! So here | 
am, left with a crap game and a bloody 
wheel that props my computer up. Was 
the game rushed out in time for the real 
rally, and as a result corners were cut? 
Is this type of customer service really 
what we should expect from a so-called 
respected software house?” 

AE Bradshaw, STALYBRIDGE 


PC PLAYER: If any other readers have 
this kind of problem with the game or 
receive the brush-off from customer 
service departments, let us know. 


“.My other comment is aimed at either 
the manual writers of the Microprose 
NFL game featured in issue one, or with 
your reviewer for not knowing his facts. 
The NFL has 28 teams, but they are not 
in four leagues. They are in two 
conferences, the NFC and the AFC, and 
these are each split into three divisions 
of West, East and Central. | am also 
told that the Seattle team is the 
SEAHAWKS and not the SEAGULLS.” 
Chris Baylis, Basildon, ESSEX 


PC PLAYER: Oops! 
© 


“1 have just bought a CH Flightstick 
which | use with Falcon 3.02 and Strike 
Commander. The stick works very well 
until | press the fire button, which 
causes a high-pitched whining or a 
complete loss of sound from my 
Soundblaster card. Pausing the game 
and then continuing seems to solve the 
problem temporarily. Having read the 
Flightstick instructions, it seems that 
there is a sound chip inside the joystick 
which is activated when you press the 
button. Presumably this is causing the 
problem.” 

Nick Canning, Waltham Abbey, ESSEX 


ETTERS 


PC PLAYER: As far as we know, there is 
no such thing as a joystick with a sound 
chip built in, and the CH Flightstick 
definitely doesn’t contain one. The only 
thing that | can link the sound chip to in 
the instructions is the reference to the 
“audio and tactile feedback fire 
buttons”. All this means is that they click 
when you press them! If any readers 
know why there should be such a 
problem, please write in. 


“| have just read issue one of your 
magazine and the article that interested 
me the most was the piece on CD. 
There is a common opinion that CD will 
stamp out piracy because the disks are 
almost impossible to copy. This is 
ridiculous, because it is not the size of 
the disk that makes a game difficult to 
pirate, it is the size of the program on 
that disk. CDs are just big, safe, floppy 
disks with no write enable tag. 

...1 am also not keen on the idea of 
using countless digitised images of real- 
life scenes and actors. Personally | 
would much rather see a beautifully 
hand-drawn graphic screen than a 
digitised picture — it looks so much nicer 
and has an element of skill in it. 

...It is also very noticeable how high 
the system requirements need to be. By 
taking a 486 as a starting point you may 
not be getting the best out of the 
machine. If programmers spent more 
time refining and improving their code 
to run faster on a 386, then undoubtedly 
everyone would benefit. Owners of 
lesser machines would get a better deal 
and those with a 486 would find there 
was a knock-on effect with the game 
running better on their machines...” 

David Glynn, South Gosforth, NEWCASTLE UPON TYNE 


P¢€ PLAYER: With the advent of high- 
power PCs, it seems that everyone has 
started making use of the extra 
processing power without really thinking 
about how to get the most out of the 
machines. 

In the early days when computers 
with tape decks and 64K of memory 
ruled the roost, programmers did seem 
to make the hardware work a lot harder, 
but is that just how it seemed at the 
time? 

If any programmers out there are 
reading this letter, then please drop us 
a line and let us know just how much of 
the available hardware you are making 
use of. It would be very interesting to 
know. | 


PC PLAYER ISSUE FOUR ON SALE 28 FEBRUARY: ARCHON ULTRA, ELDER SCROLLS: THE ARENA, WEREWOLF, FLIGHT LIGHT, 
UFO, DRAGONSPHERE, SHADOWS OF DARKNESS, 1942 PACIFIC AIRSTRIKE, STRIKE COMMANDER CD... 





BOING! CRASH! SPLAT! EEK! 
FLUSH! AND THAT NAUSEATING 
SOUND A CAT MAKES 
HOARKING UP A HAIRBALL. 


Thats Al E. Cat and Sid The Mouse. 
A twisted feline and a demented 
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sick ride. 
With four different levels of difficulty, theres 


something for everyone. Theres even a Home Toons 


Rube Goldberg-style puzzles and over 2D 
5 mind-bending Toons parts including hair 






Sam, Mode so you can trade your maniacal 
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i’ dryers, hat pins, 
~ and anvils. 
Welcome to Sid and Al's cee Re 
Incredible Toons”. Following oe} OOOe ce = Sid & Als Incredible Toons. 
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winning predecessor, <r an anvil on your own head. 
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Available at retail for [BM/compatibles. GUARANTEED FUN FROM LD YN a i 
PART OF THE SIERRA FAMILY 


AVAILABLE FOR THE PC. FOR FURTHER INFORMATION CONTACT (0734) 303171 


For Fate 
most com 


ction.. suse a a unique combat control to leap, duck, siach wit 
...and conjure up a bewildering array of life- saving Spells 


Here is a colossal fantasy world, 


encompassing generations of characters ar 
over 400 cities and towns, where the real 
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PROPHECY OF THE SHADOW TEL: 0839 654 139 OPERATION STEALTH * ANOTHER WORLD 
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HH HELPLINE: SRS ADRS OF THE PARK. SAVANT TEL: 0839 99. 
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SIMULATION ADVENTURE STRATEGY 
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WE ARE A SMALL GROUP OF PEOPLE DEDICATED TO PRESERVING A PART 
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS'/TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING THEM BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOw, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 

THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 

age, Nlo) gai. |— gle My \—\— [oul [icy v4], | tie), (ol ay le) 5m 





WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 

TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 

AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 

REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 

WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO SELL. REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES 

IF THEY WISH TO DO SO. 

THESE ARE HARD ENOUGH TIMES AS IT IS FOR PRINT AND THE LAST THING 
WE WOULD WANT IS TO DO|IS HAVE ANY KIND OF NEGATIVE EFFECT ON THEM. 
WE SEEK OUT, TO WORK WITH PUBLISHERS AND ARE ALWAYS LOOKING TO 
SEEK APPROVAL TO DIGITIZE, RESTORE AND RE-DISTRIBUTE THEIR WORKS 

IN WHATEVER WAY THEY SEE FIT. (PUBLICLY OR WITH SILENT APPROVAL) 


WE HAVE NO INTENT) NOR DESIRE’ TO PROFIT FROM THESE DIGITAL MAGAZINES 
IN ANY WAY, SHAPE OR FORM. NOR DO’ WE HAVE /ANY, DESIRE / TO FINANCIALLY 
HARM ANY/PUBLISHER, EDITOR, WRITER OR/ PERSON INVOLVED IN’ CREATING 
THESE, OR /ANY/ OTHER MAGAZINES FOR THAT MATTER. 

WE ARE NOT/HERE/ TO DO/ HARM, BUT /TO HELP, PROTECT THEIR LEGACY. 

THAT) IS’ WHY) THE’ PRE-2000 DATE IS'IN PLACE: 

TO PROTECT / THEIR BUSINESS AND LIVELY—HOOD,’ AND) TO MAKE SURE THAT,WE 
WILL BE ABLE TO, KEEP ENJOYING NEW) MAGAZINES FOR’ MANY YEARS, TO COME, 
WHILE’ AT THE SAME / TIME ENJOY THEIR BACK’ CATALOGUE. 


WE WOULD LIKE TO; THANK’ EVERYONE’ WHO MAKES / THIS PROJECT / POSSIBLE. 
FROM) THE ORIGINAL) WRITERS, EDITORS /AND PUBLISHERS, TO THE’ CURRENT, 
COPYRIGHT /OWNERS /AND EVERYONE ‘INVOLVED /IN/ ACQUIRING, ' DIGITIZING, 
RESTORING,’ PRESERVING /AND DISTRIBUTING THESE MAGAZINES. 


ONE /L-AST//THING: 

IF//YOU/COME ACROSS’ ANYONE /TRYING/ TO’ SELL’ ANY / OF / THESE DIGITAL 
MAGAZINES, OR’) PROFIT/ FROM / THEM /IN /ANY/ WAY,’ SHAPE’ OR/FORM, 
PLEASE ,DO NOT /SUPPORT,/ THEM! 


THANK’ YOU! 


THIS DIGITAL ISSUE OF PC PLAYER IS CREATED AND DISTRIBUTED 
WITH THE AUTHORIZATION OF MAVERICK MAGAZINES. 
ALL RIGHTS RESERVED. 
NO PART OF THIS PUBLICATION MAY BE REPRODUCED IN ANY FORM, 
WITHOUT PERMISSION FROM MAVERICK MAGAZINES. 


Max-Rez 


Version 
(2560 pixels) 





YOU ARE VIEWING THE’) "MAX—REZ” VERSION OF) THIS ISSUE RIGHT/ NOW. 
THIS VERSION IS CREATED FOR OPTIMAL VIEWING, ON LARGE DISPLAYS. 
IF YOU ARE LOOKING FOR A SMALLER RESOLUTION VERSION OF THIS ISSUE, 
FOR USE ON A TABLET OR EVEN AN IPOD OR IPHONE, 

BE SURE TO CHECK THE MAGAZINE CATALOGUE ON OUR SITE. 


















